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A BIG THANK YOU! 


The response to the 
advertisement on these pages 
in the last issue is going to Do 
disappointing — not that we 
didn't receive many replies, 
quite the opposite. The trouble 
Is we were deluged with 
applicants. it's going to be a 
hard task to sort through them 


all, and it'li take quite a whileto | 


reply to everyone who applied 
fertho job Thets's onhy Ge] 
going at the moment, and a lot 


| of people aren't going to make 


the interview stage... sorry, the 


teakitty can't stand the strain of | CRASH Towers. 





| arrives, so here's a THANK YOU 


“automatically for any future 
| within the hallowed portals of 








The 128K Spectrum has finally 
arrive, In two days time CRASH 
will be going to the official 


much more to say here about 
the new machine — it's arrival 
has nót been so muchanh?, ora 


| launch, to learn all the intimate What? but more of a When? 
details, including the final price | February 13th, fortunately nota 
| Bnhnouncement. There's not Friday... 


paying expenses tó everyone 
who applied, 

lfyou sent in an application, 
vou llprobably getto read these 
pages before our letter to you 


to ba poing on with, Please 
don't be too disappointed if our 
letter doesn't bring good news 
when it arrives — we'll be 
keeping all your applications on 
file and considering you | 


vacancies that might arise 








Ltoyd's postbag has been 
brimming with letters on the 
subject of Lenslok over the last 
couple of weeks. Lenslok is a 
nifty device which could boost 
the life of programs it protects 
and thus prove a boon to the 
industry, Qnly three programs in 
the UK have been Lensloked so 
far, and the system has met with 
a mixed reaction from the 
consumer. 

Lenslok has got offto a rather 
unfortunate start. Lenslok was 
effectively launched on a 
prestige product: Firebird's 
Elite. lt has suffered from not 
one, but two mishaps. First off, 
erther the code used to setup the 
Lenslok display was incorrecthy 
written — or atthe very least, the 
first set of instructions that came 
with Elite didn'tdescribe the set 
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up procedure accurately. People 
were unfamiliar with the new 
device, and quickly became 
trustrated. Cue a lot of 
aggravated Lenslok users. 
Cockup Number Two arose 
when the wrong lens was 
shipped with some copies of 
| Elite — fortunately for all 
concerned, only five hundred 
copies of the game were 
involved. Given the fact that 
gach lens is à unique key, 
designed to work with a specific 
scrambling routine, this is rather 
like a hotel eheckine à quest in 
and issuing the wrong key. 
Except the quest finds out about 
the mistake pretty quickly, and 
returns to reception, rather than 
spending hours on hands and 
knees trying to get the key to fit, 
throwing a wobbly about locks 
and then either staying 
| somewhere else or posting the 
key back to the hotel manager 
with a letter of complaint, 
We've just used Lenslok on a 
copy ofEliteto getthe photos on 
this page — the Elite we 
borrowed from Mail Order had 
the night lens, but on our 
monitor the initial sizing display 
had to be set considerably wider 
than the lensholder for the 
characters to be unscrambled. 
The amended instructions in the 
pç refer to a Ermnm gap 
gtwegen the outer lines of the 











on-screen rules and the ends of 
the lens holder. 

IH would be a great shame if 
the bad feeling generated 
aróund Lenslok resulted in the 
idea being rejected by the 
legitimate software buyer — it's 
the best anti-piracy device that 
the home computer market has 
seen so far. To be fair, quite à 


DON'T MISS THE FREE 
24 PAGE PULL OUT 


| SUPPLEMENT OF 
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| setup code right and so 





| always been shipped with the 





| few Elite owners have written to 


Lloyd, saving they can't 
understand what all the fuss is 
about, and Digital Integration, 
who installed Lenslok on 
Tomahawk report very few 
problems. But then they got the 
aras 
they are aware Tomeatawk has 


Yes, Lloyd Mangram Ito boot) has been given the unenviable job of bringing the 
Candyman to heel, to puttogether a FREE PLAYING TIPS SUPPLEMENT in next 
monith's CRASH (it's free to you, despite the appallingly high fee Robin charges 
for such things). The 24 pages will be packed with useful hints, tips and maps. 
COMPLETE & COLLECTED SOLUTIONS such as Starion, Dun Darach, Tir Na Nog, 
Astrocione, the Wally Week Quartet and Marsport will vie for space with brand 
new tips and POKESs. Ifyou've enjoyed Sweevo's World, watch out for the 
Sweevo's Screen Editor routine, justone of many new and exciting tidbits from 


Robin's Playing Tips Special nextissue. 


N DON'T MISS IT! GET YOUR ORDER IN NOW! 


| software house installing 


| there are bound to 
































right lens. According to the man 
at Digital Integration, apart from 
a few people who just couldn't 
get on with the Lenslok system, 
there have been very few 
complaints. lt doesn't work very 
well with very tiny telly screens 
and polarising or anti-glare 
filters on the screen can throw 
the system outofline a bit — but 
those are minor problems. 

The whole Lenslok system is 
still finding its feet. Ône 


Lenslok was sent an inaccurate 
specification of the lens they 
were about to use. Luckily after 
much hair pulling they became 
convinced there was a mistake 
and got a new specification 
which enabled them to make the 
best use of the lenses supplied 
before the software was 
mastered. Fortunate, because if 
the display software written to 
the original lens specification 
had not been modified to suit 
the lens actually produced, 
Lenslok would have made a lot 
more enemies. 

Lenslok is a new product and 
teething 
problems. Hopefully they vyill 
soon be resolved — let's face it, 
jainiass Lensloking should be 
ess aggravating than 
unigadable Turbo and 
Hyperloaders... 
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t's just round the corner ... 
Imminent UK launch. Great 
shakes! No, I've not lost the cale- 
ulator keypad, no, it wasn't in the 
box in the first place. How much 
extra? Still, at the price... what 
was the price? One eightyish ... 


| Does that include the brand new 


manual supplement and the two 
free OC games? What were 
they? ... Sound chip... video 
output... serial interface... huge 
memory. Did you say credit 
cards? ... oh, you mean access 
facility via memory bank switch- 
ing .. . what WHAM disc? oh, 
RAM disk (shreik!). Colour supp- 
lement by Dorling who? ... yes, 
very pretty, aesthetically pleas- 
ing, educative.. . . but what about 
the hard facts? What do you 
mean baud rates have been made 
redundant? Please bring back 
those exceptional Japanese prin- 
ter manuals. With the cheap Vero 
phone connectors, does this 
mean that you can connect up 
directly to the phone? No? That 
one is for the extra keypad and 
the other for the serial printer. 
He's got a parallel printer, ... 
that's a shame .. . acts as a MIDI 
interface, well now you're talk- 
ing. Pinouts? Pleeease ... Logan, 
no not you Terry, Dr lan Logan, 
where are you... Please HELP!!! 


Spectrum the difference? Don't touch that 
heatsink. No, it doesn't get red hot. Show 
some respect for people's status symbol. 
“Checklist: No change to the keyboard, 
red hot Spectrum logo and new 128K prin- 
ted at bottom right of keypad. Lots of con- 
nectors, Same old edge connector but 
with shorter tracks to prevent cross fertil- 
ization of tracks from switched on owners 
who jog their peripherals after power-up. 
&-pin DIN plug for monitor connections. 
Surprise, surprise, not only full comple- 
ment RGB output with vertical and comp- 
osite syne and bright output, but also 
composite PAL for modern TV sets with 
video input. Great! Sinclair's got the con- 
nections, you supply the cable. 

EAR and MIE sockets now moved to the 
lefthand side. Close to them the serial 
printer port, no not the standard 25-way D 
connector, but the now increasingly pop- 
ular Vero phone connector. Got a cable? 
And another one of those thingie con- 





nectors at the front of the corpus delectus, 
this one to link up the £12.95 worth of 
colled Calculator pad wonders for math- 
ematical genius trainees ... 

Under the skin there is real evidence of 
the mary splendoured things the 128K is 
endowed with: the sound chip; a great 
whopping 32K x 8 ROM; new modulator 
chip and sixteen 64-Kbit memory chips for 
the magical 128K memory number, Al 
neat and tidy, no botch-up in sight, and 
this with only an Issue BK board. Switch on 
and the new 128K world is revealed, A five 
option menu box presents itself, Using a 
blue bar selection cursor and the up and 
down cursor keys you can choose bet- 
ween TAPE LOADER, 128 BASIC, CALCU- 
LATOR, 48 BASIC and TAPE TESTER. 

TAPE LOADER is the default selection 
and enables you to load any 128K proa- 
ram from tape at high speed. 128 BASIC is 
what it's all about. It's the extended Spec- 
trum BASIC with some new commands 


and a full screen editor. CALCULATOR 


turns your computer into an expensive 
desktop calculator, which can be control- 
led via keyboard or keypad. What this 
means is that you don't need to fumble 
with LPRINT statements to get results to 
show and that the current result (s stored 
for further calculations similar to am 
pocket calculator. 48 BASIC destroys all 
chances of enjoving the upgraded 12BKk 
performance by returning qo the good 
old 1982 Sinclair Research logo. This is 
only to be used sparingly for theodd hun- 
dred 4BK Spectrum games in your orary 
and the odd hundred still to be released. 
Just to make sure you remain nostalgic, 
there is no way you can get back to the 
128K future other than to reset the mach- 
ine, TAPE TESTER checks that you've set 
the right volume level on your cassette 
player and should guarantee better Igad- 
di ieopinias Hmmml 
o what's new in 128K world? For a 

start, there is no one-key entry system 
anymore, Hurrah? Booo? Different opin- 
ions, different reactions. A definite adv- 
antage is the redundancy (voluntary, but 
of course) of the extended mode key, 
which lives in retirement and only octas- 
ionallhy provides access to special char- 
acters such as square brackets. BASIC 

rograms may be entered in capital or 
ower case letters with Or without spaces 
before or after BASIC keywords, yes, you 
can be sloppy. When the current program 
line is checked for syntax and is accepted, 
the BASIC keywords are automatically 
converted to capitals and spaces inserted 
where required, 

bio tm news is the full screen editor 
for BASIC programs. You can hop around 
with the normal cursor keys anywhere you 
like and make correctons to the existing 
lines. This is always followed by a variety 
of different squawks and squeeks, depen- 
ding on whether you have: inadvertenthy 
Ee the wrong direction keys or the 

NTER key, much to the detriment of 
musical BASIC programmers. 

Pressing EDIT displays an option menu 
box with an assortment of special fune- 
tions. 128 BASIC takes you back into the 
editor; RENUMBER (at long last) automat- 
ically alters the line numbers so that they 
start with 10 and increment by 18 chana- 
ing at the same time any references to the 
line numbers which appear within the 
lines such as GOTO ete; SCREEN reduces 
the editing screen area down to the tro 
usual editing lines, providing a lot of 
scope for scrolling with the cursor kevs; 
PRINT lets you print out the current prog- 
ram onto paper and EXIT returns you to 
the main menu, E | 

But where is the extra memory? BASIC. 
treats the extra memory as a RAM disk, 
BASIC does not use the extra memory dir- 
ectly, but allows programs, screens or 
data files to be stored in the extra memo 
area similar to disk or cassette storage. All. 
the commands for RAM disk storage are 














the same as cassette commands except 
that an exclamation mark (shreikljmust be 
typed after the keyword. These com- 
mands can be included in the program 
currentiy in the BASIC memory area, 50 
that BAI overiays can be merged during 
runtime thus creating eo dade lite prog- 
rams. Funtions available are SAVE! 
LOAD!, MERGEI, ERASE! and CAT! (to 
display an alphabetic catalogue of all the 
files on RAM disk). k is possible to carry 
over 128 lo ms into 48 BASIC by typ- 
ing SPEC and ENTER. However, an 
commands only available in 128 BASI 
will not be accepted, 

Sounds alright so far, doesn't it? Which 
leads to the delectable desert (as in food). 
Anart from the usual beepety beep made 
(inlfamous by the old 48K, the 128K has an 
up to date synthesizer chip. Both sounds 
(beeps and all) have now been modulated 
onto the TV ab and can thus be amply 
heard through your regular TV box. 
Should you be lucky eroran to be using a 
monitor by way of the video output, you 
will no doubt have the latest HIFI stack to 
amplify the signal coming out of the MIC 
socket. Th This opens up a whole new world 
to riy love the Spectrum and 
line postas n defending (or was it 
deafening) the poor mute thing against 
evil align-ZAPPing monsters. Their voice 
be heard at last! 

Programming the sound chip consists 
of creating sound strings, usually with LET 
statements, which include the notes and 
special sound commands. With the use of 
the PLAY command up to three strings 
simultanedusky may be read and convert- 
ed to sound. There are threetone channels 
and three noise channels, which can be 
turned on or off individuslly. This is done 
with the, command M followed by a 
number indica ing the correct orchestr- 
“ation. e instrument covers two octaves 
cb and C-B, sharp notes prefixed with a 
hash and flat nates with a dollar sign. 

You can change the octave range with 
thé command O followed by a number 
between O to 8. There is a one octave over- 
lap between each octave range. The 
lengthof each note can be set by prefixing 
twith a number from 1 to 12 from semi- 
quaver to semi-breve including triplets, 
and the overall tempo is dictated with the 
Tcommand followed by a beat per minute 
value of between 60 to 240. The volume of 
the individual notes is set using the V 
command: followed by a number between 
0 and 15. jal volume effects provide a 
variation of attack and decay sequencing 
under the control of the U command fol- 
gia bya W command (8 different vol- 
| velopes). Command X controls the 
tiraino of tons effects. Last but not least 
there is a musical phrase repeat facility 
using brackets, Double closing brackets 
prox fg infinite repeat until an H com- 
mand in “any of the musical strings is en- 











untered. 

“MiDl-compatible musical instruments 
may be connected to the serial port, so 
that music programmed on the Spectrum 

128 can be played through a synthesizer, 
drum mai Na or whatever. To send the 
output to the MIDI interface, the musical 
string should include the letter Y followed 
by a channel number from 1 to 16. Using 
the same channe! number in each string, 

to eight notes can be played by one 
instrumentat the same time. On the other 
hand, using different channels, up to eight 
| nts can be controlled, À prerequ- 
jane ofoures a MID lead, which will be 

vaitable fro e ir Research. Sinclair 
JF ea | do-it-yourselvers by provid- 
| pinouts Ra the MIDI cum R$232 
connector. In fact ney have done such a 
good job of |, that éy have even for- 
gotten to mention such things as baud 
rates and serial data format for the printer 

«? Em sure there is à e there some- 
where, but you can't find that either in the 
manual... 
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The Spectrum 128 is bound to be a suc- 
cesstul newcomer. Despite the improve- 
ments and additions it still has retained a 
unique and traditional character — stand- 
ing outrather like the Beetle does amidst a 
host of Japanese imported cars — withit's 
peculiar and outdated BASIC, real rubber- 
feel keyboard and lack of joystick interface 
and parallel printer port. Existing Spec- 
trum Cwners may not find the heart to 
swop over, unless they can get a good 
deal for their current equipment. New- 
comers, however, get a good deal, specif- 
ically as the 128 nm 48K disquise has al- 
ready a massive range of gripping soft- 
ware atit's cassette port... 


Franco Frey 
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No less that 
are listed in the giant fold-out 
leaflet that came with the 128K 
opectrum Sinclair sent us for 
review — but we didn't receive 
any games for the new machine, 
not even the Two free US Gold 
ames which were alluded to on 
the box. So the full impact of a 
12B8K game has yet to be felt in 
CRASH Towers. 

A lot of the games appear on 
the promotional leaflet as 128/ 
48K games, and it's not clear 
whether they are remixes, dub 
versionsor just the plain old 48K 
versions which will also, like any 
48K program, run on the 128K 
machine — itopens up a whole 
new worid, now software 
houses can be just like ZTT, 
releasing endless streams of 
varving mixes of Frankie Goes 
To Hollywood. Gargovle have 
produced a new version of 
Smwesvo's World for the 128K 
onty — Sweevo's Whirled — 
which explains why-Greg Follis 
was rioushy reminding 
Robin Candy before Christmas 
that World could be spelt in 
more than one way. (Which onby 
served to confuse the 
carnivorous Candy even more 
— he was to be seen wandering 
round the building muttering 
the word over and over again. 
| 9pelling was never his strong 
point — it's sums he's good at, 
especially when they involve 
money, his salary.) 

Fairtight 2 — The Trail of 
Darkness also appears on the 
leaflet as a 128 only game as 



































Hopelully 48K versions of these 
ames will also appear for us 

| lesser mortals, butit's all a bit 
worrving! 


Activision seem to be very busy 







oftheir games for the Spectrum. 

According to Activision's 

| Andrew (he who is never 

| wrong) Wright Rescue on 

Fracta Us is apparently 

imminent. À game that went 

down very well on the 

Commodore, it sets you on a 
rescue mission over the surface 

| of a planet with a landscape 

m duced using fractal maths 

must ask Robin what them are 

— he can do my fractal maths 
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Holidays at 


does Bal! Blazer from Activision. | 


at the moment, converting some | 


| and Fll do his speeling and 


grummar). You have to zoom 
around a mountainous 
landscape, dodging fire from 
laser cannon emplacements 


| looking for stranded pilots. 


When you find one, land and let 
him into your craft — but 
remember what mummy.and 
daddy told you about giving lifts 
to strange men — make sure 
he's not an alien imposter or 
your mission comes to a 
premature conclusion. 

Eidolon, in which you explore 
the caverns of someone's mind 
should also be arriving on the 
Spectrum soon. Here you chase 
through a warren, searching for 
weird and wonderful nasties 
and eliminating them before 
they eliminate you. Ball Blazer, 
another Lucasfilm game, is 
currently being viewed by a 
Lucasfilm representative for the 
final Okay, and 128K willing, 
should be on the streets in a 48K 
ste rnation by the time you read 
this. 


Electric Dreams — the Rod 
Cousens/Activision label — 
should be releasing the game of 
the film Back To The Future, and 


| although we were promised 


screen shots and a run down of 
the plot in time for inclusion in 
this issue, nothing has 
materialised yet. 50 there's nota 
lot | can say about the gameplay, 
as the film hasn't reached the 
Ludiow Empire as yet... 
Spindizzy is the other Spectrum 
title Electric Dreams have in the 
pipeline according to Candy, 
and ifvou have faith in his 
ongiric (LMLWD) abilities, the 


| game should bear some 


resemblance to the arcade 
machine Marble Madness. 


The team down at CAL have 
been busy over the Christmas 
hols — yes | know it's Marchish 
now, but ps Mar very long 

CAL Em told — and 
have launched a whole new 
label: Nu Wave. The firsttitleto 
wash into the office on its crestis 


| Je, a strange computer 

| entertainment devised by Mel 

| Croucher of Deus Ex Machina 

| fame amongst other things. Mel 
| was aided and abetted by Colin 


Jones inthe production of/d'and 
the game, if game you wish to 
call it, centres on the fact that 
vou load an ephemeral 
rsonality into your computer. 
dis a personality with which 


| you have to communicate — it's 
| personality has been shattered 


and you need to build up trust 
and gradualhy discover what ld 


has been in the past. Fascinating | 


— there might be a review 


| Somewhere elseinthisissue, || 
but at the time of writing .... Nu 


Wave has been set up to bring 
you slighthy ofl-beat programs, 
away from the games and 


| adventure mainstream. | hear 
their next release will be for the 


ommodore and is to be an 
adventure without graphics. 
And without text: you have to 
work entirely in sound! Hmmm. 
On the more orthodox front, 


On the tail of replidroids in CAL's BLADERUNNER 


CRL managed to get a copy of 
Blade Runner to us justin timeto 
miss all the deadlines, so an 
April review will follow, The 
duto is inspired by the Van 
elis soundtrack from the film 
of the same name because no 
one knows who owns the 
copyrigar to the actual film any 
more. Set in crowded and dirty 
scrolling streets, it sets you 


 firmly in'the future as a bounty 
' hunteronthe trail of replidroids, 


who in their turn are on the trail 
of their creator. 


Mastertronic are beavering 
away merriky and should be 
pushing some first rate budget 
games onto the Spectrum 


| market during the coming 


weeks, not least of which is 
Knight Tyme, the follow onto 
Spellbound. Enough ofthat one, 
as there's a full preview lurking 
around page 104 of this issue. 
The Incredible Shrinkinc 
Fireman, if they can find him in 
time, will be gracing Spectrums 
soon, as will conversions of 
Devil's Crown and Space 
Hunter. All of these are originals 
which will also appear on other 
machines later. 


As a weeny kid (a mere handful 
of months ago) | used to love 
reading the adventures of 
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| Biggles, Captain WE Johns' air 


ace hero. Biggles was one of 
those wonders who never grew 
any older between the First and 
second World Wars, and was 
still the same during the 50s and 
E0s when he appeared on telly. 
Mirrorsoft are ensuring his 

| update when in mid-May, they 
will take me right back to the 
halcyon (LMUWD) days of m 
teen years they release Bionies 


| for the Spectrum. 


Work on Dynamite Dan lis 
well undenway, and the finished 
game should appear under the 
title Or Biitzen and the Islands of 
Arcanum. Dr Blitzen has made a 
comeback and is mesmerising 
theyouth of the world by adding 
subliminal, mind destroying 
sound waves to pop records. 
Holed up in a secret hideout 
spread over the eight uncharted 
islands of Arcanum, Dr B must 
be stopped. Agent Dan hasto 
locate a record on each of the 
islands and play iton the hidden 
jukebox, a do from the gun- 
toting mad Doctor, à swarm of 
kleptomaniac aliens are up 


| against you on your quest, who 


do ali they can to religve you of 
useful goods you have 
collected. The playing area isset 
to span at least two hundred 
screens and should keep Dan 
Fans quiet for many an hour... 


DAN continues his battles with Dr Blitzen in 
TEN AND THE ISLANDS OF ARCANUM from 
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| | helps success. 
| as you zoom round in space. EMPIRE, soon to be Anyone mystified by the 
by Firebird message “Who is Sam Cruise? 
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Ss will grow...» impenetrable wall of silence 
E | seems to surround Dr Who from 
News of Ultimate's imminent impossible to guarantes Colin, who is sort of Chief Micropower, despite several 
release, Cyberun arrives in the continuous error free Gopher for Firebird sproinged telephone calis and the rather 


form ofthe inlay — but no 
cassette, The usual 


impenetrabie instructions don't 


AN we've got so far... the inlay 
from C FBERUIMN 


INCL APR SP ES RUM 
RR o Pad 






give me too much of a clue as to 


what will be going on ônce the 
ame's been Ibaded — apart 
om the fact that it looks like a 
shoot em up/adventure ofa very 
different complexion. À 
disclaimer mentions that, “due 
to the enormous complexity of 
the interactive CYBERUN GAS 
adventure software it is almost 
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operation", which could bode for 
a very interesting game indeed 
as you cross galaxies en route 
for the Beta Gamma System and 
untold wealth. This system is the 
source of Cybernite crystals, the 
hardest and most valuable 
substance in the known 
universe. Amassive ship, ableto 
cope with strange magnetronic 
forces in the Beta Gamma 
system has been constructed in 
modules and shipped there. lt 
seems you will control the 


| command module, which hasto 


be piloted across hostile 
galaxies in a race through space 
to get to the components of the 
Cybernite carrving ship that 
await your arrival. 


February 13th is the day that 
Melbourne House have set aside 
for the launch of the successor 
to Mugsy. Mugsy has paid his 
debt to society, and, released 
from jail, has found a whole new 
way of making money. Running 
Hlicit booze. No doubt a game 
which will appeal enormously to 
Candy's mercenary instincts, as 
vou have to co-ordinate the 
whole operation. No firm news 
as yet as to the state of play on 
Rock and Wrestle, which was 
delayed by illness. 


Eça ss stogies and Fash motors is what being a 
hibition gangster is all about. MUGSY's REVENGE from 
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REM urpeR OF TURRETS TO SHOOTUAS 
On the surface of one of the myriad worid's to be found in | 
Firbird's EMPIRE. N it's anything like Firebird, the Empire 


into the office a few weeks ago 
wie | was at home, and after 
(reportedlv) atacking mostofthe 
staff under the influence of Tizer 
the Surpriser, offered an 
advance copy of a new space 
game from the programming 
pl of Andrew Glaister. l's 
ikely to see the light of day 
under the title of Empire, and 
from what I've been shown it 
promises to do well. Setin the 
days when space travel has just 
become a reality, it has a Flash 
Gordon graphical feel. You 
Z00m round in a ship, landing on 
planets, picking up supplies and 
delivering them to space 
stations and undertaking a 
variety of missions as you 
receive orders. The game 
contains some 64 separate 
universes, each of which is 256 
by 256 screens big and there are 
thirty two missions for you to 
attempt, which start at different 
stages of gameplay, Nota trivial 
game, by all accounts, 

Continuing in the space 
theme, Haifev's Comet (or 
Horley's ifyou prefer) is another 
impending Firebird release, due 
out mid-Marchish as part of the 
E 7.95 Hot Range, also 


| proprias by Andy Glaister. 
j 


“sa three-phase game (nothing 
to do with electricity) in which 
vou are on a mission to the 
comet. In accordance with 
Hoyle's theory, the comet is 


=Equ over-run with germs, and in the 





| final phase ofthe game you are 
| involved in a fair bit of germ- 
| bashing to make space a 


healthier place. In Phase | you do 
little more that watch you ship 


| taking off, taking on the role of 


the shipboard computer during 
Phase |l. During the journey It's 
vital to make sure that you don't 
pass tão close to other planets, 
as they launch attack ships 
which have to be fought off. 
Communications and life 
support systems have to be 
maintained and an argument 
with a bad tempered shipboard 
computer system needs to be 


| | won, Álso the coffee machine 


| infack to 


| game from Fergus MeNeil of 








has to be kept in good order! 
Coffee levels affect the pilot's 
concentration in the germ- 
bashing section, so a good 
supply of caffeinated drinkies 


that pops sr onthe blackboard 
'SkDof can now be put 
out of their mystery; Sam Cruise 
is the name of Microshpere's 
next game, due for launch 
before Easter. You play Samina 
detective story set in an 
American town in the earl 
1840s. The playing area will be 
much bigger than in either Skool 
games, and you'll] be able to 
enter buldings and peer through 
windows. [tl cost 6.95. 
Peering into things can 
sometimes be quite hard, An 


strange sheep's brain 
advertisement they've had in 
the computer press for a couple 
of months. And although we've 
gota coat belonging to John 

arshall of Orpheus, we can't 
persuade them to send even a 
single Young One to have a look 
at. Maybe it's time to call for the 
Ludlow Mafia, and start posting 
buttons. 


Swords and Sorcery fans will be 
pleased to know that the second 
module is well underway — 
more news of that next issue 
after the guys from PSS have 
visited Ludlow to revea! their 
hidden secrets and plan for 
world domination, or whatever, 
Wargamers, or the just plain 
warlike, will no doubt look 
forward to the Spectrum version 
of Falkland's 82, arriving on 10th 
February 1986 at E7.95, also 
from PSS. 


Global Software announce the 
release of a compilation The 
Fourimost Adventures, set to 
ap ar on 27th February. Our 
otd friend Out of the Shadows 
from Mizar heads the cast list, 
aided and abetted by a new 


ored of the Rings fame, 
Galaxias, and including The 
Mural, a game by newcomer Nic 
Ford and The Micro Man which 
has already passed under 
Derek's scrutiny. At E7.9Sit 
should prove an attractive 
proposition, 


Irish software house, New 
Concepts are already working 
on a follow up to Suríchamp 
whichwillallowyou to take your 
apectrum out on the piste with 
the aid of à couple of plastic skis 
and will no doubt be shipping 
the Editor and a host of hacks to 
some snowy slope in the nottoo 
distant future to mark the 
launch. Get your face cream out 
John Minson. 

Which just about wraps up 
this month's frantic look 

ward.... 
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Producer: Ocean 

Retail price: £7.95 

Author: lan Weatherburn, 
Roy Gibson, Simon Butler 


tis a time of crisis, a few cent- 
uries in the future. Talos, a giant 
man-made asteroid spins siowly 
through space, spreading evil in 
its wake, Crushing any oppos- 
tion and generally creating 
havõe. At its helm sits one man, 
the really horrible, nasty Mega- 
criminal, Cyrus Tross — a man 
so dastardhy that not even the 
Galactic Law  Entorcement 
Agency can bring him to justice. 

In desperation, the rulers of 
the few remaining worlds that 
are still Free bought a contract 
with the Nemesis Organisation, 
a tough bunch of humanaid and 
robot mercenaries. Can Nem- 
esis rid the cosmos of Mr Gross? 
A plan is drawn up — a solto 
space commando is sent to pen- 
eBtrate Gross's heavily armed 
homeworid and destroy him. 
You control a N.OMA.D. 471 
(Nemesis Organisation Mobile 
Attack Droid) assigned to the 
mission. 

Entering the immense city 
complex on the asteroid where 
Gross has made his home, you 
find yourself in a strange 
environment, with weird mach- 
ines and mysterious contrap- 
tions filling a maze of passage- 
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he game is played from a 
plan view, which gives no feel- 
ing of depth — in this respect, 
it's rather like Sabre Wulf. The 
route to Gross's lair is a very 
imisty and dangerous one. Your 
OuUrmey is made even more 
hazardous by the flick screen 


you re pointing in the right dir- 


| make a suicide run towards any- | 


| at high speed untilthey either hit 





display employed in the game — 
YOU can never see what is 
coming next as you move off 
one screen. Four levels of the | 
heavily defended city have to be | 
negotiated before N.O.MA.D. | 
gets close to Gross. 

N.OM.A.D. has twin guns 
which fire powerful shells: use- 
ful against the TALOS defence 
systems. The little droid's con- 
trol system 15 similar to the con- 
trôl method used in Asteroids. 
First vou need to rotate through 
the points of the compass until 


ection, and then apply thrust to 
move, N.O.MAD. has a lot of 
inértta, So trundle around with 
caution — it's easy to go blun- 
qering into trouble, Reverse 
thrust 15 available ifyou need to 
slow down in a hurry. 

Gross has made sure that the 
route to his HQ is a well fortifigd 
one, and hazards lurk at every 
bend. The city walls are bristling 
with guns activated by your 
presence, amd sometimes 
they're surrounded by magnetic 
walls — Magnetrons — which 
drag your metal body towards 
them. There are robotic guards 
too, which suddenly appear and 


























thing they reckon is hostile, you 
especially, The most dangerous 
part of the city's weapons sys- 
tem are the heat seeking 
missiles, VVhen these are activ- 
ated they home in towards you 











you or are destroved. 

Gateways activated by 
switches mounted in the walis of 
the complex connect the sec- 
tions of the asteroid. Brushing 
against the switches generally 
opens doors, but the maint- 
enance droids that look after the 










A tricky bond on the path to Gross's fair. The vall-mounted 
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canmon on the right has just fired a laser holt. 
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N.O.M.A.D. fights its way through the slums, The wheel 
doobrie spits out missiles as ft revolves. Shoot it before it 


shoots you! 


asteroid are terrible, and some 
switches don't open the right 
doors... 

Às you move through the 
passageways destroving the 
defence systems a counter on 
the right of the screen keeps tally 
of your score — the faster it 
spins, the better you're doing. 
tou begin the game with four 
lives, and when one of the 
nasties scores a hit you lose a 
life and NOMA.D, is reincarn- 
ated a few screens back along 
the maze. | 

Even if N.O.MAD, manages 
to negotiate all the heavily 
defended passageways and 
arrives at the Inner Sanctum, 


ou can be sure that the Árch | 


ddie Gross isnt going to 
come quietly — a shootout to 
the death ends the game. Let's 
hope the goodie wins through! 





6 “This is a very neat game. 
Great touches abound, thank 
heaven, because without them 
itcould have been very boring. ht 
took me a while to master the 
control system for N.OMAD,, 
but the way it spins and 
bounces off the walls is excel- 
lent. Colour is used abundantly, 
and sensibly too! | thought the 
pesa 5 1 was brilliant, 
though it takes some time to 
build up a lot of points. Basically 
this game is well worth a look, 
because | found it addictive, 
enjo e, and generally good, 
but for the price. “ 


O NOMAD. is a very go0og 
and colourtul shoot em uplmaze 
game, with lots of enemies to 
stop you in your tracks as you 
trudge around Gross s heavily 
armedo homewond. he intlay 


really sets the scene as you jump | | 


inside your NOMA D. ano you 
get a comprehensive run down 
of what you are about to en- 
counter and what you ve got for 
and against you. The scenery is 
very detailed and colourtul, with 


| money at f7.95. 


perhaps the shape of things to 
come! Anyway, the game is | 








lots of interesting things to look 
at as you bounce arounoa. The 
controis ofthe N.O.MA.D, givea 
- feeling of inertia and | 
ound myself constantiy swing- 
ing and sweying in my chairas! 
played. Fhis is one of Ocean's 
better current releases and 
represents quite good value for 
















O “Although MOMAD. is 
rather simplistic it's highly 
enjoyable to play, The control 
method with its intertia is really 
nice and allows you to skid 
about the place while taking pot 
shots at the enemy. Graphically 
it's excellent with some really 
interesting backdrops. It's funny 
really, how this, one of Ocean's 
better games, has been released 
without any sort of hype or fuss, 
with only one or two adverts 
heralding its appearance ... 






















great fun, and to my mind, only | 
just misses the CRASH Smash it 
deserves. " 

































COMMENTS 


Control keys: R, U forward 
thrust, D, J backward thrust, Z, 
M rotate left, X, SYMBOL SHIFT 
rotate rig ht, 5,7 Hr 

Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: a bit awkward 
Use of colour: very good 
Graphics: attractive, neatly 
done 

Sound: usual firing noises 
Skill levels: one 

Screens: 

General rating: a neat game 










Producer: Quicksilva 
Retail price: £7.95 
Author: Taskset 


Fred Flintstone finds himself at 
the dawn of history, Before 


Bedrock. He is a bachelor, and | E 


you have to help him create his 
cavernan's paradise so he can 
woo and win Wilma. At the 
Requna A to ame, the land- 
scape is ren but work |s in 
pregraa «+ Bedrock is being 
ilt and Fred wants a home. 
Fred begins on a plot of land 
littered with rocks and a sign 
saving 'home'. All the small 
rocks are useless and must be 
taken to the pit where they can 
stay out of harm's way. Picking 
uparockletat at time, Fred earns 
fifteen points when his heaves it 
into the pit marked “tip. When 
his building plot is empty, Fred 
can collect the larger rocks and 
drop them there — sections of 
his oiee appear as if by 
and two hundred points are 
added to the score for each large 
rock deposited. | 
There are, of course, several 
complications. Various prehist- 
oric animais knock Fred over 
when they encounter him, while 
others nip his heeis and ptero- 
dactyis drop rocks on his cran- 
ium. Fred's state of health is 
shown by two slabs of stone at 
the top of the screen, which are 
 nibbled away by pecking birds. 
The first scale denotes Fred's 
energy level — whenever he 
runs, energy is bumt up. When 
the scale reaches zero, Fred 
can't run any more and needs a 
rest or à meeting with Wilma to 
revitalise his flagging spirits. 
The second display shows the 


number of bites received from 


pterodactyls, turtiles or dino- 
saurs, and indicates how much 
of the current life remains, Lives 
are displayed as tally marks 





eight lives may be selected from 
the option screen at the start of 
the game. 

The game is played against a 
backdrop of mountains. Fred 
can move left and right across 
screens which flip from one to 
the other. Bedrock consists of a 
number of streets running par- 
allel to the mountains, and 
pressing up or down while Fred 
moves off a screen causes him 
to move one street closer to, or 


range. 

Once the walls of his house 
are built, Fred needs to go to 
work in the quarry to eam 
money so he can hire a dinosaur 
to help with the roofing work. 
Once he's earned enough loot a 
dollar sign appears on the 
screen, and our prehistoric hero 
can nip to Dino Hire and lgase 
his assistant. With the roof in 





magic, | 





below the two scales, and up to | 


further away from, the mountain | | 


YABBA DABBA DOO! | 








Frod manders past the tip in YABBA DABBA DOO, running 
aveay from a nipping turtie tirat saps his energy 


place, the last task is the addition 
Of a chimney, after which the 
house is complete and Fred can 
look for Wilma to try and en- 
courage her to embark on holy 
matrimony. 
Meetings with Wilma during 
the home-making stage boost 
Fred's enthusiasm for his work 
and Wilma's love for him — 
shown by a beating red heart on 
the right of the screen. Each time 
Fred finds Wilma, he gains 1,500 
ints. The faster the heart is 
ating when the desirable rest- 
dence is complete, the better 
Fred's chances are of persuad- 
pia ras to join him.. 
ile Fred is working away, 


| his neighbours are busily con- 


structing Bedrock — a 5,000 
point bonus can be collected by 
finishing before the rest of the 
town is built. In order to get 
about, and find those useful 
large rocks Fred could really do 





| with a car. The good news is — 
| there's a car lurking somewhere 


in the game for Fred to use. 





& “ Despite the lack of colour, 


“the characters in the game are 


well drawn and reasonably well 
animated. The only exception to 
this is the car which makes Fred 
shrink every time he gets in. The 
is very difficult as avoid- 

ng the various hazards requires 


no mean amount of de 


Havi | said that, | found it quite 
enjoyable to play once I'd got 


| used to the controls. | wouldn't 


call Yabha Dabba Do a classic 
because apart from occasional 
humour in the way the cartoon 
has been adapted to the com- 
puter, there are too nus re- 
petitive procedures. Still, it 


| YABBA DABBA DOO. Fred's home begins to take shape in 
Quicksilva's game which has you building Bedrock 












| provasio a challenge and a bit of 
A. 


H you're a keen fan of the 
cartoon, you probably will find 
the game worthwhile. ” 


O “li had my doubts about 
whether the Flintstones series 
could be converted successtully 
to a computer game. | think can 
safely say that Yabba Dabba 
Doo! is a great game: Taskset 
have kept the spirit of the Stone 
Age roughout surprisingiy 
well, Within a short time ! had 
really taken to this one, now | 
cant see myself! putting it away 
for nal a while. The graphics 
are largish, jolly, detailed and all 
the characters are recognisable. 
The sound is fairy run-of-the- 
milf— à nice tune on the title 
screen, and à few burps and 
rasps here and there. The only 
niggle ! have about this game is 
that it may be a htile easy to 
complete, so it might not have 


“much lasting appes! for good 


games players. * 


O“ | found Yabha Dabba Doo!a 
asa Dr game — playing it 
to the early hours of the morn- 
ing. Although ia | 
found it not too astounding (the 
animation Of the creatures |5 not 
too hot, but they are very de- 
taited), its shortcomings were 
made up by its sense of fun and 
user participation, with lovely 
features like driving the rock car 
and going to see a film at the 
drive-in. Building the house for 
Wilma before the rest of Bedrock 
is complete is vary hard to do, as 


“the other people (| never really 


saw any) dont have to clear 
their sites. | felt a bit on my own 
in Bedrock with no other cave- 
men/women in sight, except 
Wilma. No Barney Um afraid to 
say. | was a bit disappointed by 
the lack of a full length Flintstone 


| theme tune. I'm an avid viewer 


of the TV series, and will be an 
addicted player of the computer 
game for a long time to come. ” 


COMMENTS 


Control keys: O/F left/right, 

o En duda Sinclal 
stick: Kempston, Sinclair 

Keyboard play: quite responsive 

Use of colour: simple, but 

effective 

Graphics: well drawn and 

amusing 

Sound; very nice intro, but 

otherwise sparse 

Skill levels: up to eight lives 

General rating: a good game, 

great for Flintstone fans. 
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Producer: System 3 
Retail price: £7.95 


Twister is the name of a demon 
from the depths of hell. Appar- 
entiy she's one of the worst, 
Together with her horde of 
unspeakable nasties, she int- 
ends to ruin mankind once and 
“for all. Out of the world's 4,5 
billion population, you have 
been chosen to fight for man- 
kind's survival. To do this, you 
have to travel through your own 
subconscious in order to gather 
various sacred symbols that will 
enable you to vanquish Twister 
| and her mob of killjoys. 

The first section involves jum- 
ping across a series of platforms 
as they approach and collecting 
the objects that appear on many 
of them. Whilst you are attempt- 
ing to do this, Twister's twisted 
minions appear above you, To 
avoid their wrath it's necessary 
to shoot them down using psy- 
chic weaponry with which you 
have become equipped whilst 
collecting four special suits of 
cards that appear while you're 
fi hting. 

he next section has you tra- 
velling down a gridwork corri- 
dor and again you must avoid 
the demons, This time charact- 
ers of the word of Ultimate 
Power have to be collected, The 
next coridor i5 walled but is 
| otherwise similar to the last 
screen except that signs of the 
dodiac have to be collected. |f 
success is achieved here, a jet 
pack appears on the back of your 
character and amidst dramatic 
bolts of lightning, he rises from 
the corridor. At the top of the 
screen, the Evil twister appears 
as a snake wrapping itself 
around a planet, Demons must 
be eliminated before the triangle 
of truth finally materialises. If 
that's touched in time, the war- 
head of the psychic bolt display- 
ed at the base of the screen 
begins to flash. À direct hit down 
Tmister's throat is necessary to 
kl her and you only have one 
chance. Time yourshot well... 

The objects appear one by one 
every time you shoot a demon. 
Touching one allows you to pick 
ft up. However, two objects 
cause either a loss of energy or 
the loss of the last object to have 
been picked up. One of the use- 
ful objects is a triangle of darts 
which gives extra firepower 
when collected, 

The layout is simple enough. 
At the base of the screen an 


energy bar indicates current | 


strength whilst the number of 
shots remaining are also dis- 
played. At the top of the screen, 
any important objects that have 
been collected are shown. The 
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of Charlotte 


fruto fee E À ah, 


i , a 
Tom d E E bed diijo 


A 3D serolling wealkway rofls forward at you and the nasties 
| Keep on coming. lfIwas called Charlotte, I'd sue. TWISTER, | 


from System 3 


background is black with yellow 
platforms approaching from the 
void, becoming larger as they 
get nearer. 





CRITICISM 


O “ Despite the rather inane 
plot, this proved to be an en- 

yable shoot em up. kt's not too 
dificult to get quite far in the 
game so haps a blast- 
ers avill find &k lacking as a 
challenge. Even so, the sprites 
are well drawn and animated, 
often being quite imaginative 
and amusing. One of the corrid- 
or screens is very much like 
Atari's old Tempest game but 


ole there's Rrasireado 
egree onginality to be 
found, H you're after a fast, fun 
arcade game then this could he 
just what you're looking for. " 


O “Twister Mother of Charlotte 
is one of those games that | can't 


| get my teeth into at all. The 


graphics are ve vod there 
are many detailed characters 
and the forward serolling of the 
piatforms/stepping stones is 
Drilliant. The sound is fair with 
no tune on the title screen and 
onty a few spot effects during 
the game itself. | just about 
managed to get onto the forth 
screen after about half an hour 
of play so it shoulon't be too 
hard to complete, if you can be 
bothered. The best thing about 
Twister in my view is the colour 
ful front end which is quite 
entertaining. If vou like tairly 


That spikey, snakey thing that Jooks like a planet is in fact 


TWISTER the root of all evil. 
from System 3's game 





The Final confrontation sereen 





PAUSED| 


ii | 


pipe | 


simple games with lovely graph- | 
tes and no brain ache involved in | 
playing then | recommend this 


| game. 


6" Although the scenario isalla 
bit daft, the game itselfis quite a | 
neatly presented shoot em up 
with lots of interesting monsters 
to avoid or shoot. The serolling 
playing areas which zoom out at 
vou lend the the game a fair old 
pace, and leaping around col 
ecting the right objects while 


avoiding the wrong ones and 
killing the nasties can get frantie. 
| enjoyed the Twister, no matter 
harlotte is! " 


Who 


COMMENTS 





| Control keys: left/right O/P; Sto | 


jump; À to thrust; X to fire 


| Joystick: Kempston, Sinclair, 


Cursor 
Keyboard play: reasonable 
Use of colour: unimaginative 
Graphics: beautiful sprites, 
co forward scrolling 

ound: rather limited 
Skill levels: 1 
Screens; 6 
General rating: enjoyable if 
undemanding. 








ONLY THE BRAVEST FLY. 


New, from the author of Fighter Pilot... a stunningly realistic helicopter 
simulation that puts you in command ofan Apache Advanced Attack 
helicopter. You will learn to take off, to land, to manoeuvre and 

locate and destroy enemy tanks using Hellfire anti-tank missiles. 

You will experience authentic battlefield conditions as you en- 
deavour to carry out your mission and return safely to base. 


By DKMARSHALL 


SPECTRUM | a nie — Please debit my y Access/Visa card no. 
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Night Gunner 48H 
Fighter Pol 4BK 
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Cheques payable to Digital Integration Ltd 
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COMMODORE 64 
Speed King Disk 
Speed King Cassete 
Fighter Plot Disk 
Fighter Pill Casselle 
AMSTRAD CPC 464 
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id INTEGRATION 


enquiries welcome. 


| Lifetime Guarantoo Watchmoor Trade Centre, 


Wailchmoor Road, 
Camberiey, Surrey 
GUi53a 
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INVENTORY AREA 
Objects collected aro 
dispiaveo on this par 
ol pa When 
pus somuthino 

uo dis pode to thã 
night or the collection 
“dutornaticady, ano 
the blue Inventory 
Cursor moves und 
tê, At the momeçi, sit 
poulre carrping is a 
Bum... 


£ a 2) 0 Ma 14 + E. 
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RE arhy in 1985, Dusko Dimit- 
rijevic invested in é one 


way plane ticket from 
Yugostavia to this country. Con- 
fident that he could sell two 
computer games he had written 
to Bug Byte and thus fund his 
inp home, he arrived in Liver- 
pool to discover that Bug Byte 
were no more. Dusko had à 
problem. 

Fortunately, he managed to 
track down one of the directors 
of Bug Byte, who advised him to 
see Ocean. Ocean bought the 
games from Dusko, and used 
them as promotional freabies, 
Before he went home, the Yugo- 
slavian prograimmer spent a 
lite time with Ocean's pro- 
grammers, picking up tips and 
hints on programming and 
geting a feel for the type of 
games Ocean wanted, 

Six months passed, and then 
MOVLE arived in Ocean's 
offices. The game was snapped 
Up, and appears on the imagine 
label, Dusko Dimitrijevic should 
be able to afford return tickets in 
future... 


, a 
| a the game 


am ilLi 
| eme siurms you E 


e gol 
E start sareso 
* nom cane 
to you pouso! 
game: 








ros 
Po a all 


wir. 


Trans lots oi fun to be | 


had expioring the locations 
in M.O.V..E. — nearly two 
hundred in all — and the 
detail in some rooms is 

pleasing. Clocks tick 
and tape recorder spools 
he animation om 
the girls is really neat: they 


| wiggle along enticing you 
| to follow very convincing- 
| by. The icon control system 
| Es straightforward enough, 


but it can get a bit tricky at 
times when you to 
enter a location which con- 
tains a gun-toting baddie 
— you have to flip from 
Move to Gun icon very 


quickly to get a shotin. The | 
girls begin in a random loc- | 


ation, so each time you 


lay the ao is a little dif- 
ends ; erall a great 
game, with lots of atmos- 
phere. H's a shame there's 
not more sound, though. 
Should keep anyone busy 
for quite a while, solving 
the puzzles it contains. “ 
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MOVIE. is based on a New 
York gangster theme, and puts 
peu im the shoes of s Philip 

arlowe character. You're a 

rivate detective who's been 

red to recover an audio tape 
frôóm a gangster'e HQ. First, you 
have to finda girl, who will lead 
vou to the mob's base — but to 
make life that bit more difficult 
she has a dead ringer, a twin 
sister no less, The bad sister 
elis trouble, with a capital T. 
The first major task in the game 
is to find the right girl, then it's a 
matter of following her and 
protecting her from harm on the 
way to the Boss's hideout. 

det in New York, the game 

ires wnh your character in an 
office in the Big Apple. Sudden- 
ly, business becomes brisk. It's 
time to leave, and take a closer 
look at the neighbourhood. 
Along the bottom of the screen 
there's a row of icons used to 
control the trenchoated private 
dick. Pressing the fire button 
puts the icon selecting cursor 
under the control of joystick and 
keyboard — another press on 
fireselects an icon. Atthestartof 












Pi 


1 





Ni ipa A, 





the game the cursor rests over 
the Move icon — a footprint — 
and it's possible to move in four 
directions around the room 
vou're in, All the locations are 
monochromatic, presented in 
the three dimensional view that 


“WOW! Great 

| the same vi 
Knight Lore, Ali B and. 
Fairtight, but | “real 


Aa cá ER O 
identify, like arnmchairs, 
calote TW's ete. gds 

not just ' objects 
The game is quite original, 


The. grap a fair challenge. 
fics far surpass 


da elements. | E 
| won a the obvious | 
, and say they are | 
ilmie”, but excellent they 
are, Sound is a bit sparse, 
little beyond footsteps, 
and maybe the use of col- 
our should have been a bit 
more adventurous, For me, 
M.ONVLE. Imagine, 
ofYie Ar Kung Fu and Mikie 
fame, well up at the Ulti- 
| mate level. “ 





has become familiar with Uti- 
mate's releases, and games 
such as Fairight and Sweevo. 
Some of the objects found in 
locations can be shoved around 
— like chairs and tables. Others 
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can be picked up and dropped 
using the appropriate icon, or 
even thrown. As you follow the 
girl, she'll ask you do things for 
her, or fetch things, like à 
whisky. Bottles and bags come 
in handy when your guide needs 
bribing 

High on the listof priorities for 

any self respecting gumshoe is a 
pa Once you've found one, the 

un icon comes into play, and a 

row of bullets appears above it. 
Each time a shot is fired a bullet 
disappears from the display. At 
last — vou can waste people - 
but once the ammo runs out, all 
vou can do is huri tha weapon at 
a baddie's head. It's time to find 
another gun. 

The plana area encom- 
asses several buildings, imter- 
inked by streets in which dust- 

bins and packing cases as well 
as the odd telephone booth can 
be found. The mob realise what 
you are up to, and heavies lurk in 
some locations warting to give 
you a bad time. Some just punch 
— and using the Punch icon, you 
can fight back — while others 
pack a mean shooter. Getting 
tão close to a bullat spells cur- 
tains, and vour trenchcoated 
figure dissolves before the 
game returns to the start screen. 
As an aid to communication, 
the Speech icon allows conver- 
sation by inflatmg a speech 
bubble above the tira of the 
Private Investigator. Type in 
what you have to say, and 
consider it said. The other char- 
acters in the game won't accept 
direct orders but can be friendly 
and sometimes down E help- 
ful after à bit of verbal. (Don't be 
tempted to make improper sug- 



















ind MOVIE E 
a am 

Ride 
| e every p scen- 
ario is a classic one, and 
ore that I've never seen 





A dr Renta go 
edad 31 E hing's 
et — the e 

ly detai 
eb tha game goes at 
a very sinister pace, a 
cursor with inertia and a 
parrot that repeats every- 
thing that you say. Stop | 
| matching those old 
rbesficin oo ba 
aaa 
É MOVIE, 
game of t 2 copy lia so far, for 
me. laave me alone 
and lot ma ge bege to find 
ing this twin sister. “ 


gestions to the mini-skirted girls 
— they reject your advances.| 
Some of the doors are guarded, 


and you'll need to pop the pass- 
word into a speech bubble to get 
through. H's possible to guess 
some of the passwords, but 
persuading the girl or other 
characters to let you have pass- 
aid Is an important partofthe 

am 
a As vou collect usetul items, 
they appear in an area of the 
screen above the icons. À cursor 
points at your latest acquisition 
and if you want to throw some- 
thing, make sure the cursor 
(controlled by its own icon) is 

ointing at the right missile, 

metimes you need to lob 
objects at things in a room so 
they can be moved within reach. 
The zigzag Throw icon sends 
missiles bouncing round the 
room, and a iítle practice is 
needed before ra 
becomes accurate. Lobbi 
bomb is very satisfying — wtf sé 
it comes to rest it explodes into 
the words “Bom” and wastes 
anyone in the vicinity! 

àt the end of the game (or 
after quitting with the A icon), 
two scores are presented. One 
score indicates the number of 
rooms visited as a percentage of 
the total number of locations in 
the game, The other, on a scale 
from 0.00 to 0.99, indicates how 
many tasks you have completed 
during play. ain't easy being a 
shamus, Mac... 


Control keys: 1 to O fire, O 
to P Aba A to ENTER down, 
VN Symbol Shift 

forr ZCBMBSPACE right 
Joystick: Kempston, 
Cursor Interface 2 
Keyboard play: responsive, 
once vou get the hang of it 
Use of colour: 
monochromatic locations 
Graphics: detailed, and 
well animated. No wait 

| between screens for rooms 
to be drawn 
Sound: only footsteps as 


Ei stump around 
| Skill levels: one 
| Screens: 199 rooms 


General rating: a neat 
developmente on the 3D 
theme with a very different 
Scenario 


Use of computer 90% 
raphics 95% 


Playabi 93% 
Getting started 91% 
Addictive qualities 92% 


Value for money 94% 
Overall 93% 














| Producer: Bug Byte 
Retail price: £2.95 
Author: € Teufert & G 
Carbanaro 


As a specially trained, crack 
| fighter pilot, your mission is to 
escort a Jumbo jet through hos- 
| tile airspace. Flying right behind 
the Jumbo, you can see the sky 
| shead and an instrument panel 
| before you. The panel consists 
| Of à cómpass, a radar showing 
the relative height of amy other 
aircraft within the vicinity, an 
| artificial horizon which indicates 
the extent of banking manoeu- 
vres and fuel and score panels. 

A crackling radio informs you 
| of an impending attack (which 
seems to use sampled speech) 
just before several other fighters 
appear on the screen. Missiles 
are the only weapons available 
to fight the enemy but you are 
fortunately equipped with an 
infinite number of them. 

As the Jumbo receives ipi 
age, messages appear on the 
fighter's console. H the damage 
reaches a certain level, the 





below and the game is atan end. 
If all the fighters are shot down 
before this happens, fuel is 
automatically replenished and 
the game proceeds to the next 
level. These are identical to look 
at but the enemy jets are far 
more deadly. They engage par- 
| ticular strategies intended to 
lead you away from the airliner 
so other aircraft can attack it 
without opposition. 

When the fighters approach 
there isn't much time to react so 
| the best thing is to keep an eye 
on the sights. They flash when 
an aircra 





| area of the sky 


Jumbo plunges into the ground | 





passes through. lf a | 


Close to the ground in FLYER FOX. The chequerboard lines 
give the illusion of 3D movement 


| missile is fired soon enough | 


after this, it will lock on to the 
target and hit it regardless of | 
how fast it manoeuvres away 


| from you. 


“The airliner appears as a | 
silhouetted cross-section in the 
sky. The problem with this isthat | 
all the other jets à ecierd in the | 
same fashion. What's more, | 
they usually appear in the same 
and so lead to | 
confusion as to which jetyouare | 
actually aiming for. 


CRITICISM 





é “ This is an old game which 
would probably never have 
been rereleased If it were notfor 
a new Bug-Byte licensing deal. 
Uniortunately, its age shows. 
G ics are neat but unre- 
cem alocar) avo ama 
5 pcts may have cause: 

a stir in their day but have since 
been surpassed in terms of 
quality. P both repetitive 
and frustrating. The lack of var- 
lety in play soon results in bore- | 
dom in in. Hitting the en- 
emy aircraft is also extremely 
difficult due to their incredible 
attacking speed. k really would 
have been more reasonable to 
have them moving more slowly 
on the first couple of screens. 
Finally, the fighter itself is far 
from easy to control and fails to 
respond well. This game would 
have been better forgotten. 


& “Flyer Fox is quite an enjoy- 
able game, for a while anyway. 
At the price, it's even better. The 
graphics aren't so brilliant that 
they make your eyes pop out | 
but they perform their purpose. 
Shooting the airtiner is a bit fike 
annihilating the refugees in | 
Zz00m — /É's fun, but doesn tdo 
you much good! | found the | 
speech a fitie hard to under 
stand at first, but once ampliied 
through my meaga-fab sound- 
booster, it's quite realistic. For 
the money, despite its easiness, 
tis quod fun fora while. 
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The seroplane you are trying to protect comes under attack 
from a couple of enemy Fighters. Are you pilot enough to 


Fight them off in FLYER FOX? 





O" Fiver Fox isthetype of game 
that could be very addictive and 
playable if only the controls 
didn't mess it up completely — 



























Tired of conventional shoot em 
ups? Bored with run of the mill 
| adventure games? Had enough 
of trudging round seemingly 
endless landscapes trying to 
solve obscure puzzles? Maybe 
you're the sortof person CAL are 
| aiming their latest release, /D, 
the first piece of software for 
their new label, Nu Wave, 

O isn't à game in the usual 
sense of the word. lt's much 
more of a computer entertain- 





conundrum on a large scale, 
Ônce you've loaded the pro- 


empty screen and a flashing 
| cursor prompts you to type 
| something in. À counter at the 

bottom o the screen tells you 
that Trust às currenthy 0%. 
Perhaps this is your first clug — 























of Deus ex Machina will immed- 
| tately recognise the typeface in 
which the word “Trust” appears. 
Aha! Mel Croucher had some- 
thing to do with this product. 
And before he starts sulking, so 
did Clem Chambers of CRL (the 
chap on the end of the phone 


software |s based on an original 
idea by Clement Chambers as 


o Sta 

| e scenario is rather strange. 
An atien life form has taken up 
residence in your computer. 
This life form, DD, was sent to 
Earth eons ago to observe, to 
| maintain a watching brief with- 
out interfering in the affairs of 


An electronic entity capable of 
assuming many forms, JD has 
witnessed momentous events 
and has been involved in incid- 
ents which have changed the 
history of the world. 
Disorientated, confused, and 
with its memory shattered, /D is 
now in your computer. Itis up to 
vou to communicate with this 
| creature, Build up tits trust, teach 
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Alook at the first release f 


ment — a puzzle, riddle or | 


gram, you are presented with an | 


folks who have fond memories 


insisted we say this), The /D. 


man. /2 has been many things. | 








they are slow and unresponsive. 


| The idea of the game isn't very 


original but there are some very 


nice touches such as the very 





it and learn from it while grad- 
ually trying to draw out details of 
its past incarnations, 

Throw away your joystick — 
this is a job for the keyboard. 
This is a text onhy game: /D uses 


| thescreen of your Spectrumasa 


teletype on which itgives ventto 
its opinions, fears, emotions. 
You can communicate with the 
creature inside the Spectrum via 
the keyboard, and input your 
side of the conversation using a 
maximum of one screen line — 
thirty two characters' worth, so 
keep it short and snappy. 
“Hello” is a good way to start 
your journey with/D. From there 
ônin, you're firmly on your own, 
communicating with the com- 
e which displays a fair old 
it of artificial intelligence. You 
know you're starting to make 
progress when /D asks for your 
name. In the final version, which 
we have vet to see, the com- 
puter, or rather 1D will respond 
to long periods of silence on 
vour part with a series of state- 
ments generated from a pool of 


phrases. In the copy thatarrived | 


at CRASH Towers, /D was quite 
happy to burble along for quite 
some time before grinding to a 
hait, and had to be interrupted 
frequently so someone could 
get a word inedgewavs. 
Gradually, as you build up 


trust, /D begins to piece together 
halt-formed memories into pat- 
terns.  Swinging between 


moods, violently at times, /D, 
tells you about the mood that is 
currently washing over it. “l feel 
incensed as we talk”, it might 
say, turning the screen a deep 
red. lts up to e to probe, ever 
so gently at first, into the con- 
sciousness that has taken up 
residence in your machine. 
Gradually, as trust built up, you 
begin to make progress, prying 
answers and plecing together 
the puzzles that constitute 1D's 
previous existances. 





proa speech, The graphics are 
airly run-of-the-mill, undetailed 
and shabby. Apart from the 
epssc the effects are poor. The 
slowness of the missiles means 
that careful aim has to be taken 
which is a hard task because of 
the strange controls, so It's very 
difficult to get anywhere in this 
ame. However, | do think Flyer 
Fox 15 well worth the two and a 
rã quid that Bug-Byte is asking 
rt. 


COMMENTS 


Control keys: 0/Z up/down; |/P 
left/right; V-M to fire 
Joystick: Kempston, Sinclair, 





rom a new software label: NU WAVE 


Rush in with too heavy a dose 
of curiosity and dD's trust will 
wane. Be rude, and vou lose 
trust points: Every so often JD 
poses questions — honesty and 
consistency, on the whole, seem 


to be the best policies if you | 


want to build up a working rel- 
ationship with your... Your... 
patient? 

Describing this game, or com- 
puter entertainment, 15 very 
difficult to attempt without re- 
vealing the details ot play. lo's 
secrets are there for you to dis- 
cover, and, according to the 
intay, you may well discover 
something about your self on 
the way. The anquage genera- 
tion routines used to put words 
from /& onto the screen are 


| rather neat. Occasionally the 


persona trapped inside the RAM 
witters on, spouting near gibbe- 


rish, but most of the time the 
sooths that /D has to offer are | 


withy if not downright hilarious, 
Ever laughed at a Spectrum 
before? | 

There are some very neat 
touches in the responses, As JD 


| chatters away. moving the flash- 


ing cursor over the tóp portion 
of the screen as the letters form 
into words on the glass teletype, 
jolhy begps and burps emanate 
rom the computer. Tell /D to 
“SHUT UP” and he does so, 
immediately. And you lose a few 
trust points for being so crass. 

There's no need for a degree 
in analytical psychology — any- 
one can get chatting to /D, but a 
lite historical knowledge 
comes in handy. Remember, /D 
has existed in a number offorms 
in the past and has been involv- 
ed in historical events, 

To begin with this program 
can be very frustrating as you 
thrash around, without a clus 
about what ítis, exactly, thatyou 


should be trying to achieve. | 


Ônce a few trust points are inthe 
bag, however, the game opens 


| half-formed memories gets a bit 





Protek 
Keyboard play: generally a bit 


Sog0y 

Use of colour: average 
Graphics: below average 
Sound: ia effects but 
reasonable speech synthesis 
Skill levels: progressive 
General rating: not bad for the 
price, although the programs 
age shows in lack of polish. 










up and soon vou are likely to be 
hooked. . ia, 

Lateral thinking is vitaliy im- 
portant — don't always go for 
the blatantly obvious. That's 
about the only hint on offer here 
«« And if all this questing after 


much, you could always sit back 
and let /D do the talking — the 
program bears a not entirely 
coincidental resemblance to a 
famous language generating 
rogram, ELIZA, Not that Alan 
uring, who lent his name tô a 
test he devised to determine 
whether a computer was “intelli- 
ent”, would have been entirely 
fooled. Ah yes, “that reminds 
me of a joke | once witnessed a | 
long life ago” as /D might put it, 
e program involves some 
artificial intelligence techniques, 
and in a sense could be des- 
cribed as experimental soft- 
ware, interesting in tis own 
right. Unfortunately, once 
ou've worked out the various 
identities that /D has had in the 
past, that's it, you've spoilt itfor 
yourself. Next time you load the 
game, the problem remains the 
same and there's isn't that much 
ot a challenge left in making /D 
whole again. But then, the str- 
ange being locked inside your 
computer could be used as a 
conversation piece — it's quite 
fun just sitting back and seeing 
what it has to say, 

This is the first Nu Wave 
release, and subsequent soft- 
ware will not fit easily into the 
games mould. The next project 
on the drawing board, appar- 
ently, is an adventure game for 
the Commodore which is played 
without text or graphics, using 
sound as the medium for com- 
munication. There are certainly 
some unusual ideas floating 
around CRL if /D is anything to 
go by .... maybe they'd like to 
do a follow-up called EGO based 
on a ZZAP64 reviewer! 


“10 levels of fun make this torture excellent value 
| for money. Nova rating. Definitely one of those 
Just another go' games. Game of the month 
February” - Computer Gamer 
“The most compulsive game I've ever 
played. If you don't buy it you'll never 
now what you ve missed."' says Gary 
| Penn, Zzap! 64. Gold Medal Award. 
97% overall. 
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-COMIC BAKERY 


“Panic in the bake-shop 
“Fast Tas IUrLOUS arcade h UI. 
“Help Joe the baker defend his le; ves from the ras olhy raccoon: 
“Another red-hot Konam: coobial 
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Esse. Imagine Software [1984]. 6 Central Street o, 
— Manchester M2 SNS. Tel: 051-824 2939 Telex: 669977 
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pus Simulation 


HYPER SPORTS 


Enter the si cum ol Konamis No. | arcade smash hitsports Sim 
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Imagine Software Is 
“available from selected branches Of. 
SEE) WHSMITH CATLDES WOOLWORTH, LASKYS, Rumbelows Greens. Spectrum Shops and all good dealers. 
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h, tub 
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THE Clearence Sale You've Been 
Waiting For 
| ELEIN'S 
CENTRAL WAREHOUSE 
OUTLET 


Under ONE gisnt mol, hondreda of 
netionally adrerisod Household 


ME YOUR NEW SAMPLES 


Vacuim Cleaners 
Salesmen'e samples 
all makes from 543.95 


Washers À Ironers 
New family size only $19 
ABC Spinner. 
Sensattonal st only 515 


Oil hestera 
- free installation = from 4H 


Odds and Enda Femous makes. 


Free delivere. 
| No finance company to desl wiih 


on dat | 


Da to 


arem Ar. 





OPEN SUNDAY 


Bury direct Esctors dâmples | 
Bedroom sed ,.ccascraco 
Paror Beta ..sssissiiios $ 
Trade-in & repomessed fumiture 
evaltabie 


Schema & Co 4077 Cottage Rá W 


CHEV "39 Sedan $400 

Trónk. hester, vacoum gear shift, bumper 
| guarda, original fin Priced far below 

| tndrket, Private 


Emeger Humboldt 9226 


CODE mumbera needed for Wheeche 
player Reply Rox 61980 


St Louis 54.75 Detroit $5 Et Wagne $3 
Columbus 56 


De Longe Motor 


| 2360 Miwsokee N W Lake O 3131 


VB enchange dota mod for used car. | 
JF Ball Drexel 4113 


o ALL AMERICAN BUS 
TRAVEL CO. 
Free pillows 


Los Angeles 550 o/w 
& Francisco 
Miami 15 at» 
Atlanta SD o/w 


LOWEST ROUND TRIP FARES 
IN THE STATE. 


SPECIAL SALE 


Mom = Trom only 529.50 
New, de huxe, ester hestera 


—kermsene; gas 
Hi W Washington Av. Franklin 1300 





| Qeeces, 
É snow 


L AM 
Not responsible for deb except those 
contracicd br 


BARGAINI 
Fury Pork Pie Sp Feita. 
uia do Rloele lupa 
| CREUR a 
Wine, Red, Kelly, Beige ' 


48K Spectrum £6.95 


MICROSPHERE 


Appliences. | 





Free ments | 


S4 vit 

32.50 v/w 560 nt | 
25 nt 

S14.50 0% | 


2951 Washington | 


sor ud gia 21 15024 May OR 04e 


Ta e 


Lg rooms: new fus furniture; pel. E Both, dub 
&ahower 
200 N Oak - Sheridan Rd Sheridan S64] 


SOM SINCLAIR CS for sale. 
Going chenp. Bamteries not included. 
Victory 2210 


AUTO LOANS 


CASH IN TEN MINUTES ON YOUR 
AUTO OR TRUCK 
20 MONTHS TO PAY 
Deal direct with owners, 
Private consoltation rooma. 


HIRSCH-DAVES 
20 penra in the same location 


SHI WSTALUNORTHST Harrison 2217 


| VISIT Pautas Poppylsnd - Air 


Conditioned. AU pop. breeds. 100s to 
pick from. 
Low prices 6162 N Harlem Av. 


STENOGRAPHERS 


Complete secretarial courses. Leam by 

actual work om swiichhosrda. 

Free catalog, 

Also “Brush vp your Complometer 
“Complete X-ray Course” 


AMERICAN BUS. COLLEGE 
20 E Michigan 
Would anyone having knowledge of the 


wheresbouts of Jos 'Pog Nose! Morelti 
Please tell bis mem cos his tes's ready, 


WALTE, fox trot, thumbe. Private lessoná, 
T fór 55. No appt. nec. 
Rm, 21 36 N Clarkson Wkdeya L0-S 


ALLIED BEAUTY ACADEMY 
32 ELAKE ST 


RIC arm 150 
sans ingl Iwecka. 














UNDERTAKEN 
Contact Sam Cruise. Enirína 73397 





EERQER 


he am pa pe 


35 W Delaware Franklin 3911 
Sinclair CS Sedan. 4 door 


Fully air conditoned. Ranning boards 


extra. This car will pass for new. Any 
colour pou like, as long as it's white 
Reply Bom 63980 


WINTER COAT SALE! 


Hood costs, wrap arounds, warm fleeces, 
heavily imtertined, conte with lined anow 
prots to mútch. Sites 17-20 

From 514.98. Value 525 


EMERSON COAT CO. 
21H23 W CENTRAL AV 
$1,000,000 
in diamonds tiamonds WANTED 
The a Highest Prices Prices erp + paid 
Bh so Le qu ei 


Pawn Ticke 
vou E SCRIEA IMM EDU 


US Diamond Syndicate, 38 N Pulachi Rd, 


té ROSEBERY ROAD LONDON NIO2ZLA 






e 


| Quick drying coment supplied. 






| ão ad tmn i 
indigestion. 


ap ne 


=. 


PELILDFINLA FUI — MOSRI Tor executivos, EXUHANGE lady “4 carai diamond 





























































































































































Eashionabie convenient F located. ring fr Enenirure, Kildare 1977 | OLYMPIO 
Excellent cuisine, Attractive monthiy Lg tooms) 
mates. Every room with private bath, New & used violina & cnsen. Rargain & ahower, 
Coffee shop. Barber & beauty shop. prices Telescopie sights optional. 200 N Ol 
4100 Ls Salle Nth. Fairtax 6265 | 4235 Clark Bivd, Open evea. om 
CASABLANCA nite-spot needs pianista FACKARD 40 deluze Sedan $750 Going che 
Apply Rick. Roz 62980 Used 5 eo ddr trunk, Radio & hester 
EA n Lakeview 3074 
aci GROVE PLAZA Modern de 7! | 
ve 6-7 rm apta. Newly decorsed. Beauty Operttors Trained at CASH E 
Mectrie elevator, Lg, love, v. lia SOON O pe vERE UNIVERStTY | 
ARTIFICIAL leg - Man's; def O Cleo io the Sewte's leading paloma. Voe take | 
Meiji cial, Hagbeweigho im their success. Rates, terms 
dé - Estalog on request No obligatios. | 
PART share. E [Sa  Payteventag classes TM 
51.50 Dual 53: De VERE 50 E RANDOLPH BLVD, 
POR SALE 20 Left shoes sie 115.8 || BLACKSTONPR 3125 - 0279 rates | VISITE 
| Going cheap. Oem Delawnre 7173 || well fun. nemiy dec. 5475-558 up | gp 
| Low ais 
LABORATORY equipm Pg e enêro Ene. temes | 
rir gt ini se no É opdo io Hime 
Caltsmet 2071 Repiy Box 63980 | 
| a NE a Completer 
4 yr old saddle horse. Well mannered, pn 4595 2 = 2 em tasement apt Kiz eles |) mctual wod 
Sano. Chick male, Olfera. || BB Free qua 55-59 Free cata | 
Re. Ouk Park 13977 W Good shin lroner Cleaning. “Comp 
TEETH lost - partial plate E ti Triangle 4200 || AMERICA 
PR. Revand Vitingos 2554 Ci e ei Ormndeale? Fou 
DRIVING to Denver, Che go EU | Would 
Oklahoma shortly. Tike Sara end , e à a Reply Bos 63980" | he hs | 
po a E os | Mens Vest SL Gaga French Plone tel 
Gas diriven catia PE Backs; À és. Dark colou, all | PALTTd 
cash registers & ZXBlo. da dispara + E tailored & setongiy reinforced |) 7 for 55, 
offers refused. | , Mail P dizes 30-42 Rem. 21 
Aikes Second Hand fa or Phone orders - none delivered. | 
15 Grand Av (nr Plaza) & “DACRES BARGAIN BASEMENT ALL 
LEE DO NCLARRST 
OLDSMOBILE “38 el. Tek Sed. 550 ao MAI 
$45 down “cota pi Canina, Plaster; pag includes há 





ladegéndence 7568 
Er gemia. Also thester 






Maseiing Motors 6 6800 24h & Michigan (o 






ad ÁS1O 











ed for Skocldare player 





Meca soa om entrance. 
Nevis for. & decor da pá Reply Box 62980 









No questions asked. Apply Box 1344 
Tng hi-sch grad. destres off. wk or 













Fully air di 









teception. Holipeournt 7373 pera 
STUDERAKER meo 
1940 President Sedna. 







CGleaming grape-tone marcon finish. 
Equipment inchades radio, climatizer etc. 
Exceprioneally low mileage. Like new $895 


2435 W WABASH Independence 1910 
City Oficials boughr and sold Box 2217 











INDIGESTION 
MAY AFFECT THE HEART 


At ihe first sign of distress, mari mem 
sod women depend om 
CHESTER'S PATENT REMEDY 
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FORBIDDEN 
PLANET 


Fast moving 3D 
Designs FÓRBI 





raphics astound and amaze in Design 
EN PLANET Not power pills, but Pacmen 


indicate your energy level in FORBIDDEN Planet as you try 


and collect the piecos of code 





Producer: Design Design 
Retail price: £7.95 
| Author:Simon Brattel 


After a lot of trogging around, 
space batiling and generally 
flying through rectangles in 
Dark Star, the hero of that game 
(you) now needs to collect a 
message from the Forbidden 
Planet. t's not any old message 
though, oh no, this message is 
the Evil Lord's message. À 
message from a being still evil 
but no longer lord, this is the 
state of affairs he wants to 
change and by using his mess- 
| age he should be able to rein- 
state himself in power. The Evil 
Lord's message is a statement 
so devastating that it proves 
he's the only one fit to rule, so 
ts rather important he isn't in 
possession of it. Since it's such a 
really valuable commodity the 
Evil Lord has split, encrypted 
and distributed the code thr- 
oughout a heavily garrisoned 
world the defences of which are 
| near perfect. 
| Fortunate, then, that vour 
fighting equipment is the very 
best to be found. The ship you 
Thy 15 controlled similarly to the 
one in Dark Star but due to the 
increased graphic prettiness of 
its lasers is far superior. À 
decoding computer |s also supp- 
led for the decryption of any 
code pieces collected. 
There are three types of ene- 
| my structure dedicated to your 
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destruction. The first and most 
obvious are the tower structures 
firing laser pulses your way. À 
pulse can be dodged or destroy- 
ed with a modicum of talent. To 


ut a tower out for the count a | 


air splashing of laser light is 
needed. Ônce well and truly 
trounced they retract into the 
surface. Guided missiles are 
most deadly, these are very hard 
to eau and need a good zap to 
stop their hull-piercing activit- 
ies. These are often launched 
from pole structures rising from 


' planetary fortresses, that instan- 
| +tly retract into their housings 


once the missiles are on course, 
Third of the death dealing alien 
structures are the squat versions 
of towers that launch laser 
pulses your way. Hefty amounts 
of laser fire should neutralise 
these outposts. 

These are the actively aggres- 
sive defences. Just as annoving, 
if not even more so, are the 
passive lines of defence. Within 
various areas of Forbidden 
Fianet your ship's movements 
are stricthy limited by the plasma 
ducts and force field networks. lt 
is sible to totally ignore the 
field structures, butit's really the 
equivalent of flying through 
brick walls. 

The player's interface with the 
real world of Forbidden Planet is 
achieved using a highly sophis- 


| ticated scanner. This represents 


various objects with coloured 
vector graphics. The main action 
takes place over the planet's 
surface. Points of light on the 








lanet surface convey the main 
feeling of 3D experiênced, Very 
handy is the scanner's ability to 
show a representation of the 
various holes in the constraining 
force fields. Using the direc- 
tional keys you move a gunsight 
around the main display, as the 
gunsight moves the attitude 
changes to foliow the gunsight. 
Also for ship control a simple 
speed adjustment system is 
suppled. Iwo keys, one for an 
increase in velocity and the 
other to decelerate. 

Each time your ship is hitthere 
is a coressponding decrease in 
energy, and running out alto- 

ether ends the game. The 

ealth and condition of your 
power banks are constantly dis- 


| played via the krell meters along 


the lover part of the visual dis- 
play. Another quick way to 
energy depreciation and death 
is flying into the invisible force 
walls. Every wall does have à 
hole in it, though, and this-is 
highlighted by the ship's com- 
puter, a clever piece of mach- 
Inery that also shows any scen- 
ery behind the holes. The enemy 
are aware of your computer's 
sophistication and set up 


“dummy holes in the dislocation 


zones. Flying through here in- 

stead of taking the course thr- 

ough the correct force gap also 
ives your shields a fair 
attering. 

A map screen is supplied to 
give details of your location and 
direction. The scope of the map 
is a little limited though it does 
contain a key. Your position is 
marked by an arrow that points 
the current direction you are 
taking. Any nearby code stores 
are displayed on the map screen 
and if you do get into a screen 
containing such an item, flying 
into the object releases its con- 
tents to your ship's computer, 

Unluckily the the original 
message was fragmented into 
quite a few parts. Retrieval ofthe 
whole is extremely difficult but if 


vou do manage to end the game | 


vou need to return to the start 
position. Also worth mentioning 
is Spectacie |, another program 
contained on the tape along with 
Forbidden Planet that needs a 
password to access it. No doubt 

sign Design will eventually 
release the password. What vou 
vulll find is as yet unknown but 
It's likely to be entertaining. 





| 6 “What has Simon Brattel 


been doing for the past year? 
Anyway Forbidden Planet has 
been a long time coming and it 
is definitely worth the wait. The 
qa are in the same vein as 

jark Star but they have been 
improved upon and rh ms 
game you get noises | a time 
you are playing. Forbidden Pla- 
net is fun to play but it does take 
a while to get into. I'm sure that 
after a few goes most people 
would be addicted. One of the 
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better features of this game Is 
the hi-score table which res- 
ponds just like the one in Dark 
átar. Also the define keys option 
allows you to program as many 
keys as you went to do what 
vou want, for instance, H's 
si to program a key to 
re, go up and go left at the 
same time. On the whole this is 
a very enjoyable game, though 
initially similar to Dark Star, it 
roves to be very addictive, 
initely one for any Dark Star | 
freaks out there. “ 


O" OÚkay, evervone, ifyou didn't 
ke Dark Star there's no way 
vou like this. Alt is really is an 
updated version of it But uvp- 

ated all the same, ds still very 
good. | liked Dark Star — in fact l 
still play it from time to time, so | 


| think Forbidden Planet /s great. / 
| noticed the front end has been 


reduced a bit, but | still enjoy the 
mora! pleasure of seeing the 
colourtul E free after hav- 
ing totally obliterated an alien. “ 


O “This follows on from Dark 
Star, and ifyou didn't look at the 
intav. vou might think it WAS 
Dark Star. There's a new story- 
ling and a few extras throw in, 
The map is good, and colour is 
used very well — really splashed 
about in places, and there's 
plenty of sound, with good ex- 
plostons and firing noises. | 
found the game wasn't all that 
addictive, and a bit of a let down 
overall. 


COMMENTS | 


Control keys: entirely definable 
as to key and function 

Joystick: Kempston 

Keyboard play: excellent 

Use of colour: greatly improved 
on Dark Star 

Graphics: more of them too, fast 
vectors 

Sound: un-Brattelian, which (5 
to say there is some 

General rating: À good follow 
up (perhaps with some 
reservations), and a fast, 
intricate shoot em up in the 
classic vein. 








WILLIAM 


WOBBLER 































Producer: Wizard 
Developments 
Retail price: £9.95 


William is a very strange looking 
character indeed. The bendy 
legs and arms with a short body 
but very long neck and a boggle- 
eved, reptilian head would 
definitely make him stand outin 
a crowda. Except that William 
lives in a world where such 
abnormalrties seem to be the 
norm. Pink clouds hang ina blue 
sky above pink and yellow trees 
that are dotted between craters. 
The whole place is riddled with 
cave networks ripe for explor- 
ation by William. 

Hence the plot for the game. 
William has to wander around 
the cave systems trying to piece 
together ten clues in an attempt 
to solve a puzzle. William can 
climb, jump duck and walk to 
achieve this. Scattered around 


when used properly help him to 


hitherto inaccessible sections, 
or even allow William to return 
to places explored earlier. Cert- 
ain objects need to be carried in 
order to access game features 
such as having to find and carry 
a disk before you can save a 
game. An inventory of objects is 
available by pressing “|. When 
William uses an object, it app- 
sars in his hand automatically. 
Strange looking snakes, flying 
' toad-like creatures and mysteri- 


progress: Touching any of these 
results in the end of the game. 
William Wobbler provides you 
with onhy one life. William also 
suffers from aquaphobia, if he 

enters water he sinks never to 





the caves are objects which | 


achieve his goal. Keys open up | 


ous blobs also hinder William's | 





reappear! A useful item is some 
kind of ladder that allows Will- 
iam to reach higher levels. He's 
rather a large chap and cant 
jump that far. 

illiam himselfis made up of 
several sprites so his head can 
wobble up and down on his long 


' neck whenever he walks or 


jumps. Other creatures are 
made up ofsingle colour sprites. 


| The background uses. limited 


perspective to add depth to the 
view and is drawn using hatch- 
worked and block colours. 
Very little in the way of a 
roper scenario is provided 
ecause Wizard have made this 
a competition game. The first 
person to collect all the clues 
and subsequently solve the 
puzzle will win a mystery prize 
said by Wizard development to 
be worth £ 1,000, The Commo- 
dore version of the game has 
been around since about Octo- 
ber last year but according to 
dei nobody has solved it to 
ate, 


CRITICISM 





& “| think someone's tried to 
copy Jir Na Nog and made a 
E var hash of E ld 

obbier is a pretty boring ad 
ow, slow and obviously a mute 
as | didn't catch much sound 
coming out of the speaker. k's 
nice and colourful but this 
seems to have caused a lot of 
attribute problems. The total 
lack of instructions makes start- 


ing off very hard, so Em afraid | 
Ez 


ard are going to have to do a 
little better than this to book a 
space im my games playing 
Sessions. 


The happy smiling face of William Wobbler beams 
beatifically às he scampers round the strange environmeart 
found in the game, HILLIAM WOBBLER 








o “Wizard sonata seem to 
have put a lot of effort into the 


| packaging of this one. The first 


impression of the game is rea- 


| sonable, with a very nicely ani- 


mated Bill for wobbling famel. 


| Untortunately, the bad points of 


the game seem to make more of 
an Impression as you progress. 
The lack of sound takes an ele- 


- ment away: [think a continuous 


tune would have made it more 
fun to play, and the single lift 
makes it frustrating. You can 
mander for hours, and uniess 
you save the game, can be for- 
ced to re-start again just for 
comuna into contaci mith anot- 
her lite-form. Colour is used 
protoundiy, but this makes for 
an abundance of clashes. An 
admirable first effort from 
Wizard, mared by the bad 
points which, although few, 
spoil what could have been à 
good game, ” 


O "William Wobbler is a differ- 
ent kind of arcade adventure 
which we Spectrum cwners 
have never experienced before, 
and it's not bad. The graphics 
are very colourful and as a result 
the screen is full of attribute 
problems but other than that the 
graphics are reasonabie. The 


| dog itself is very playable and, 


vou like the approach, is rea- 
sonably addictive. If you like 


| arcade adventures but nothing 





Heavy on the Magick 


DO a TRIO OAB 
«the GAMEMASTERS 


Sprites 


| play, marred by a few faults. 








too tough then this one will 
probably suit you but [think that 
the asking price is à bit much. 


The problems are very devious | 


but with some brain pomer it 


| doesn't take long to get involv- | 
| ed. Overall, quite a good game | 


with the emphasis on arcade 
rather than adventure. 





| COMMENTS | 


Control keys: 2/X left/right; K/ | 


M up/down or duck; ENTER to 
Joystick: Ko 

ick: Kempston 
Keyboard play: straight forward 
and responsive 
Use of colour: lively enough but 
too many attribute problems 
Graphics: good, inventive 


nd: poor 
General rating: some good 
ideas and reasonable game 


Lelilia 
Argh ; 


hedictvo qualítias 
Value for money 
Overall 
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Producer: US Gold 
Retail price: £7.95 


With a swish of sword and leap 
end a bound, Zorro arrives on 
the Spectrum after a brief so- 
journ on the Amstrad and Com- 
| modore. For those of you not 
terribly au fait with with early 
Holhywood attempts at advent- 
ure and excitement, the legend 
runs thus; 

H's very simple really, Zorro is 
really 18th century Los Angeles 
pe pr of Batman. Defender 
of the innocent, scourge of evil, 
dreadnought of chicanery, you | 
know the sort of thing. Anyway, | 
gorro is innocently strolling | 
down the boulevard when his 
keen super hero eyes spot the 
evil Colonel Garcia abducting a 
fair maiden. This is not the son 
of thing that £orro allows to go 
unoticed but it soon becomes 
obvious that there's no way of 
| catching up with the bloated 
villain so a plan must be decided 
upon. First on the agenda is the 
retrieval of the fair lady's hand- 
kerchief that she carelessly dro- 

d during her kidnapping. 
e overall plan is to get to 
Garcia's jail and release her. To 
| do this quite a few essential 

objects need to be collected and 
the first is the handkerchief, 

forro is in fact one the now 
numerous arcade adventures, 
the sort where vou have to coli- 



















































































































poised in à Carermous region 











ect an object to be able to get 
another object and so on until 
your ultimate aims are met. The 
important items designated for 
collection flash and are picked 
up by just passing over them. 

ese are automatically added 
to the inventory. There are other 









































screens. These can be picked up, 
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artifacts around the different | 


Is that damsel in distress? Oris she justcasting rubbish into 
the well. The Big £ is climbing the creeper to ask her in 


£ORRO 


but only one item may be held at 
any time. 

forro's repertoire of move- 
ment is quite broad. In classic 
arcade adventure style he can 


go left, right and jump. Fighting | 


15 also possible and more than 
probable when you encounter 
some of Garcia's henchmen. 
The view of Zorro's immedi- 
ate area takes up nearly all the 
screen. As Zorro passes off one 
side of the screen another view 
flicks into the scene. The main 
difference between Zorro and 





The star of the game ZORRO sproings into the air vvith rapier 






other arcade adventures is its 
ability to have the main charact- 
er happily interacting with the 
background, Most of the differ- 
ent aspects of the background 
scenes can be employed in the 


most heroic of fashions. There | 


are curtain rails that can be 
clambered along, trampolines 
to be bounced on and various 


| most of the 


other active props and pieces, 
The problems presented though 
are not the sort to be whoily 
solved by a deft hand and a 

uick eye. To get to greasy 

arcia's stronghold a number of 
complex and not immediately 
obvious puzzles need solutions. 


| The main obstacle is the under- 


ground cavern system. lt's thr- 
ough here that the &pparently 
uselass items that have prev- 
iously been collected (eg the 
damsel's handkerchief) can be 
used as keys to get past norm- 
alhy impassable doors. 


CRITICISM 





o “So, the valiant sword- 
thruster of television fame 
strikes the Spec, eh? À lot of 
strategy is needed to get any- 
where in this game. To me, 
initialhy, it was 


screens and if 
hadn't had to write this review, | 
doubt | would have perservered 
long enough. The graphics on 
screens are quite 
good, and Zorro himself walks, 
jumps, fights, and bounces ar- 
ound in quite a respectable 
manner. The loading screen is 
nothing special, and more could 
have been made of the game 
pensa H's good fun to pla 

or a while, but then gets a bi 
tedious for my liking. ' 


O “At first sight Zorro seemsa | 


little like Bruce Lee but don't be 
taken in by first appearances, 
Zorro isn't haif as playable or 
compeiling as Bruce Lee. The 
tasks are very logical (get key, 
open deor) so the game will be 
fairty simple to complete after a 
fittte thinking. Graphically this 


e Edo to 
| m any mapor progression | 
“é | through the 1 | 





game is sub-average, the char- 
acters are jerky and undetailed 
and the backgrounds are often a 


little garish. The sound is poor | 


with an awiu! tune on the title 
screen and next to no spot eff- 
ects during the game itself 
Generally | wouldn't recom 
mend this game as for eightquid 
it just isntwonth it, O 


O “En Garde Monsieur, or 
should that be En Garde all tape 
buyers. IFUS Gold had kept up to 
their good standards Zorro 
would have been a good, addic- 
tive game, |t turn 


good. The graphics are small 
and some of the screens need a 
lot of time before you pass on to 
the next. You would have more 
fun watching black and white 


episodes of the films on the box 
than you would playing the 
game. " 





| Control keys: 2/W up/down; O/ 


Pleft/'right; Z to activate 
: not stated, though 


options e ' 

Novbos play: goo 

Use of colour: limited 
Graphics: above average 
Sound: poor 

General rating: a good idea with 


| some nice touches, that fails 


eventually in presentation. 





out to be a | 
waste of time, and not all that | 


LUCASFILM GAMES. 
PRESENTS 
Rescue on Fractais! 
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Producer: Mirrorsoft 
Retail price: £9.95 

| Author: Conversion by 
Mr Micro 
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irrorsoft's latest rel- 
Gase allows you to 
take to the skies in the 


cockpit of a World War |l aero- 
plane — the Spitfire, in case 
there's any doubt remaining! 
The game first appeared on the 
Commodore, nearly a year ago, 
and has now been launched on 


| CRITICISM [R 


“ Fast, fun and playable are 
"just some of the great 
| things about Spitfire 40, 
| Zooming around the scr- 

gens... er sorry, skies, and 

blowing up all the enemy 
planes in sight is a chall- 
enge. The best simulation 
mn years, with detailed 
screens, and great mobility 
as planes come up behind 
peu To start the plane at 
| was a bit hard, but as | 
got into it the problems 
were quickly overcome, 

Once ra cano à off, flying 

above the ground twisti 

and tuming was great fun | 

— an exciting game. If you 
get bored with trying to be 
| anair combat hero, you can 

ig try landing for ano- 

ther medal. erall, a 
truly brilliant simulation. ' 
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the Spectrum. ht's the summer of 
1840, and you've just been 
posted to a Spitfire squadron — 
a whole world of adventure is 
about to open up before YOU. 

At the start of a session in the 
air you have to load a flying Log 
into the program — you can 
choose one of the pilots present- 
ed on screen or load in details of 
YOUr own experience 1f you've 
already got some flying time in. 
The next task is to select which 
of the three modes vou wish to 
use, choosing between Practice, 
Combat and Combat Practice. 
Prac HICe | puts vou on the rumwav 
and gives you the opportunity to 
get to know the feel of the plane 
by allowing vou to take off, fly 
around and land. In this mode 
there are no enemies present — 
ts very much a case of having 
the 'L' plates on. 

The two combat modes pit 
vou against enemy fighters, 
Combat Practice puts you in the 
air directly behind an enemy 
aircraft, and vou can practise 
your gunnery technique. After a 
couple of enemy fighters have 
been destroved, the opposition 
staris to get smart, behaving 
more like they would in a true 
war situation, twisting and 
turning to avoid vour machine 
gun fre. Sometimes they loop 
the loop and end up on your tail 
and start machine gunnming you! 
You're alerted to an enemy be- 
hind you by the plane appearing 


F CRITICISM 


Bang on, raro and 
Chocks Away — a great 
ame! The instruction 

klet supplied qives 

excellent details on ail the 
aerobatic and combat 
manoeuvres you can per- 

Pct Despite the fact that 

I've never flown a Spitfire 

(t), 1 think | can safely say 

this is a pretty accurate 

simulation, considering 
the limitations. The facili- 
ties for combat and combat 
practice are very useful, as 

5 the save game facility 

allowing you to build | 

record missions. 

graphic are excellent but 
ee ns could have 

been a bit more realistic. 

The ISRONA (LMLWD) of 

control a may be a bit 

daunting at first, but once 
ppt get get into the feel of it, 
5 great. | doubt that this . 
“will appeal much to those 
who are opposed to Hight 
simulators, but if you're 
not one of them, get Spit- 
fire 40 — there's a good 
arcade element in there 
too. “ 


=” CRITICISM 


“Well, | suppose the 
Spectrum version had to 
come eventual Mirror-. 
soft have certainly done 
themselves d. with 
one of the best fiving simiu- 
lators on the Spectrum to. 
date. The most pleasing 
part of this flying simulator 
à5 that the cockpit is simple 
and only contains the ess- 
entials, Hip/full screen 
between the cock- 

and instrument panel is 
ut to good effect, and. 
adds to the panic realism 
getting into a good 

old fashioned ht. 
Perhaps a little more effort 
| could have been put into 
the front end of the aa 
maybe using more colour 
in po Siri dd character 
set, but it does contain 


choosing a Spectrum Plus 
or Minus set psdb thing 
that swung balance 
away fem: the years old 
| Fighter Pilot is that Spitfire 
| allows the player to fly 
in a more competitive sit- 
uation, with better con- 
frontations with other 
pranne — this is mainly due 
to the choice of the old 
Spitfire over the modem 
jet plane. Spitfire 40 às 
definitely the game to be 
bought now if you want a 
flying simulator. Hg 


in your rear mirror — a nice 
feature which adds realism to 
the simutator. 

True Combat mode puts you 
in an ongoing war situation. 
Starting On the airstrip you have 
to take off, find the enemy using 
the map, and fly the Spitfire for 
real, engaging the German pil- 
ots in dogfights. Once you have 
intercepted and shot down the 
enemy intruders vou have to 
return to the airstrip and land 
sefely. f the mission isa suc- 
cesstul one then you can save 
vour experientes to tape as à 
Log before going out on another 
interception run. The Log can 
then be reloaded as a flight 
history the next time you decide 
to take to the skies. 

This Air-ace simulation feat: 
ures two separate screens, the 
view from the cockpit and the 
instrument panel, which have to 
be used in conjunetion to fly the 
plane — a press on the space bar 
toggles between the two dis- 
plays. À map streen can be 
referred to while you're flying to 
help vou find the current post 
Hon Of the enemy planes. The 
main map shows the South East 


of England wnh your plane 
marked in red and enemy fight- 
ers in black. If your Spitfire is 
Instde one of the three squares 
drawn on this map, you can 
examine the ground below you 
in greater detail by pressing the 
N key, 

The game cen be controlled 
entirety from the keyboard or 
from keyboard and joystick, in 
which case your joystick con 
trols the Spithre's ailerons and 
elevators, mirroring the stick 
displayed on-screen, and key- 
pressed are required to activate 
other controls such as landing 
gear, throtile and rudder. 

The instruction booklet con- 
tains allvou need to know about 
flying the Spitfire in the game, 
and offers a fair few lips and 
hints on techniques for survival 
in the air. There's also a potted 
history of the Spitfire itself, and 
à brief introduction to the theory 
of fightas wellasa shortsecton 
on agrobatic manoeuvers. 

- you do vell then promotion 
[5 awarded according to your 
flying experience and the num- 
ber ofkills you achieve, ifyoudo 
really well it 15 possible to rise 
through the ranks rapidly. Who 
knows? You could become a 
Group Captain with a string of 
medalis including the VC, DSO, 
and DFC. Then you'd be ready 
tor Mirrorsoft's next release ...a 
Ro all about that famous Ace, 
goles! 


' COMMENTS 


Control keys: Spitfire 
Joystick: A up, L down, A 
“ef,S ri SHIFT or: to 
fire. Z/X der left/ right, 
OQ/W increase /decrease 
| power, F flaps, G landing 
gear, B brakes, Mand N 
map control, SPACE to 
toggle between screens 
Joystick: Kermpston, 
"Cursor, Interface 2 
' Keyboard play: fine, once 
| Use of used to the controls 
of colour: tasteful 
ics: very fast and 
he pc excellent 
instruments 
Sound: mainly engine. 
noise and firing 
Skill levels: one 
Screens: two, plus maps 
and menus 
General rating: An 
excellent simulation which 
| should appeal to arcade 
players too. 


| Use of computer 90% 
Graphics 91% 
Playability 88% 
Getting started 93% 
Addictive qualíties 91% 

Value for money 91% 

Overall 90% 
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Producer: Global 
Retail price: £2.95 


Though it may sound like some- 
thing that you would plaster all 
over a shish kebab, Myia Dr 
Kaich is à space age super- 
market stocking s thai 
range from the sublime to the 
ridiculous. Quite a few of the the 
things for sale would even be 
most dangerous if it wasn't for 
the comprehensive security sys- 
tems. In fact a lot of the pb 
for sale are dangerous since 
comprehensive security sys- 
tems have failed. Not only that, 
| but all the life support systems 
have gone down, the warehouse 
robots are dangerousy loopy, 
and the escalators and travelat- 
ors are none too sane. It doesn t 
pn matter does it, | mean it's 
pesei end problem is it? Well it 
dn't be if rt weren't for your 
| shi being in a sad state of repair 
the only place to get spare 
rd is from /Myla D''Kaich. 
| Ohdear. Double unluckily, the 
| spare parts needed are distribut- 
ed very sparsely throughout the 
| large area that the store covers. 
since the life support system 
has ente rege a space suit is 
dede sudden 
asphyiation e major hassle 
of shopping in Myla Di'Kaich is 
avoiding having the robots ia 
open your space suit — you only 
have four supplied originally 
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Inside the weird and wonderful supermarket that you have 
to negotiate in MYLA DIKAICH from Global. Just like 


Ludiow Market on a Saturdap.... 





| and once you've run out the 


game is over. The oxygen sup- 
ply is none too infinite either. À 

r underneath the main play- 
ing section shows how much 


| oxygen is left. Luckily various 
oxygen dispensers are placed in | 


some of the stores rooms. 
Once inside the store and on 
the hunt for pieces needed to put 


the ship back into action, you | 


soon find the control method of 
your little chap very similar to 
that of Jet Set Willy. For those of 
vou unfamiliar with JSW' [have 
na been unconscious for the 

st two years?) tha main char- 
acter can run left and right. 
Holding down the jump key in 
conjunction with a direction 


button causes a jump either left | 


or right. 

Travelling around Myla DF 
Kaich is a bit awkward as seem- 
ingly solid platforms are prone 
to collapsing beneath you and 

rentiy harmiess ground 
n bursts into agitated life. 
There are often many lifts on the 
different screens and, though 
sometimes unpredictable, they 
are quite easy use. À word of 


| warning, if a lift travels too high 
with you on top it's possible to 
be crushed beneath a platform . 


above. H's also quite easy to 
umwittingiy stand undermeath a 
near hft and get convert- 
ed to» splat. 

Buil jing up à knowledge of 
the map is quite important, it's 
all too easy to walk through a 
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“hole in the floor and fall to your 


om. H's a pretty of strange 
game really, but then with a 
name like Myia Di Kaich what do 


vou expect. 


CRITICISM 





e “To say the least | wasn't 
very inpresses with this om, [j 
seems to have many of the 
qualítios of early platform 


| Playability and addictiveness. | 


think pa have md greatly 
improved if raphics were 
less colourful pad ras they 
are however, it is d it to play 
for any length of time as the 
garish colours and small 
peso make playing rica hard 
on the eyes. As 
et | think we pri al had 
o om loak-alikes to last 
ones 


0 Global seem to have got the 


idea that if you can't think up à 
title for a game, why not call it 
something no one will under 
stano: how about Myla Di' 
Kaich? (Only joking chaps, of 
chi, H Know vulhat ! ape pm Md 

in n enough of this 
frivolity. 1 hadn't n told 
about the game, and just Efe 
a screen shot or something, | 
would have said it was a follow 
up to Wet Set Jeily, But no, the 
graphics are miniscule, none 


more than 2-4 character blocks | 


but they are well animated all 
the same. The screens don't 












* | 60 “After reading about super- 


| Subject w 
| possibility has been explored — | 
except perhaps for mentioning 
| supermarkets in the inlay. ” 


| General rating: Aged format 


have names, which makes it | 


playing JSW, then wake up 


thought maze games were dead | 
| and finished, but apparenty | 


| money wi 
“às no different from any other 


| Firebird range of cheapies. You 


RR «EA 





dilicat tó remember routes and 
e f you're one gf those cut- 
offt-trom-society people still | 


because you might like this. If 
vou threw that game away 
twelve months ago, siay well 
clear of this one. 





markets and rubber band motor 
drives in the inlay, | thought 
Global Software might at least 
have come up with something 
original. How wrong | was. | 


some companies can still make | 
them. Myla Dr'kKaich 












platform game, and remind me | 
a lot of Farenheit 3000 from the 


are a, very small jetman sur- 
rounded amongst other 
things, baby jetmen and some of 
the nasties you meet are quite 
well animated — especially the 
opening pyramids. Everything is 
much too small, however, and 
the lack of size combined with 
single colours means the graph- 
cs don't have an astounding 
effect. Unfortunately, this is a 
very plain gota ona pretty dead 

ere virtually every | 


COMMENTS | 


Control keys: alte 
and 3rd rows for left and right, 
bottom row to jump 

Joystick: Kempston 

Keyboard play: responsive, and 





- altermate on 2nd 


simple layout 

Use of LT: MEsSy 
Graphics: Pt but 
tiny 

Sound: poor tune and effects 
Skill levels: 1 

Screens: 50 


ago nothing new and the 
rice doesn't make up for 
ct. 














q, 


Try beating 


(1 APRE 


bu) 


a nd! 
si APPA Lo a 
E CS 


As featuredon 

«micro Live 
and 

“Saturday 


superstore” 


8 DIGITALLY RECORDED REAL DRUM SOUNDS 

SIMPLE TO USE — UP AND RUNNING IN ONLY MINUTES 
A TRUE DIGITAL DRUM MACHINE 

'REAL TIME' OR ON-SCREEN PROGRAMMING 
COMPLETE WITH SOFTWARE 

EXTRA SOUNDS CAN BE LOADED FROM TAPE 
CREATIVE, EDUCATIONAL AND FUN 

THE MOST EXCITING PERIPHERAL EVER DEVELOPED 
DYNAMIC FILING SYSTEM — STORE OVER 


1000 PROGRAMMED RHYTHMS 
TAPE SYNC FACILITY 

SUNGO CAN BE SAVED ON TAPE 
POLYPHONIOC 

COMPREHENSIVE MANUAL. 
JUST PLUGS INTO MOST HIFI'S 


Available from 452 FommenelHigh St. Stores 

and all good computer shops or direct TWILLOWEBRDOOK SCIENCE PARK, CRICKHOWELL ADAD, ST MELLONS, CARDIFF 
pio: TELEPHONE: CARDIFEIOS22) 777347 TELE AGTASS 

trom Cheetah Marketing. pia a Dad ni 


LEnpori enquirias = contact Cheelah direct) 








Producer: Mastertronic 
Retail price: £1.99 
Author: Robert Sansom 


The evil Lord of Doom is a bit 
averse to strangers snooping 
around his planet. Understand- 
able really, but when most peo- 
ple would tell the odd explorer 
or two to shove of, this guy 
casts intruders into a pit and 
lgaves them to die. He's not 
called the evil Lord of Doom for 
nothing you kriow, 

Oblivious to the nasty nature 
Of the planet's master, vou 
decide to do a bit of exploring on 
Doom. Predictably enough, you 
are captured by the denizens of 
the evil Lord, and are left to die, 
| deep within the bowels of the 
planet. lt's all a bit perturbing 
really, 

After going through heavy 

bouts of feeling sorry for your- 
self it soon becomes apparent 
that the best plan is to try and 
escape back to the surface 
where your rocket ship awaits. 
Obviously it's not that Basy. 
Numerous sentries are station- 
ed around the Dark Lord's un- 
| dera rouno citadel. Some are 
intelligent, homing in on vour 
body 
mindiessly along their desig- 
nated paths. Be warned, & sen- 
try's touch is deadly. 

Locked doors bar your route 
to freedom, blocking the main 
passageways back to the sur- 
face. There are five different 
types of door, and sach needs to 
bê opened with a key which 
matches the colour of its paint- 
work. Keys are to be found 
knocking about the citadel and 
are picked up by flying over 
them. One of the keys is a 
composite object, split 
three pieces: all three parts must 
be coligcted before the key 
er da Seven bits to collect in 
all. 

You get around the caves 
using your jet powered back 
pack. When you fhy, the whirr of 
jet thrusters resonates around 
the cave. The only real drawback 
it has, is that it's not very eco- 
nomic on fuel. Luckily, ample 
| amounts of this wonder mixtura 
can be found and collected 
within the subterranean cav- 
erms. Strolling over a purple fuel 
canister tops up your tanks and 
| moves the bar gauge at the-top 
of the screen to the right. Econ- 
ada driving — trogging along 
on foot — doesn't use any fuel, 
| butitis a little slow and you are 
more likely to get totalled by 
attacking aliens when you're on 
foot. 

Each cave occupies the lower 
part ofthe screen with the upper 
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CAVES OF DOOM 


eat, while others patrol | 


nto | 


| area 


 flyviwalk through it another scre- 


| nasties have to be avoided ra- 
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reserved for important 
information relating to status, 
lives remaining and scoré. There 
is usually an exit on at least one 
wall of each cave, and as vou 


eia nat nene ML MR 


en flips into view. Dodging the 
mindiess násties successfully 
comes with practice, but the 
homing baddies present more | 
of a problem. They look like 
white stick men and zo0m to- 
wards your location with a frigh- 
tening fervour. You have eight 
lives to start with, and some 
quick learning is called for... 
Your man is unarmed, so the 


aa 
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ther than killed, and points are 
awarded for progress. 

Those of you having difficulty 
with certain screens, or the 

ame as a whole will no doubt 
cap into the editor supplied. | au 
This most handy of utilities | Sim 
permits the playing area supp- 
led with the game to be re- 
modelled, or completely des- 
troyed and rebuik. In editmode, 
the cursor remains stationary 
while the landscape scrolls be- 
hind it. Keving deposits a 
building block selected from the 
menu of 295 components under | 

& Cursor. 

The editor gives access to an 
infinite number of DIY games, 
and is perhaps the ultimate 
cheat mode, But are you sprite 
enough to cheat death in Caves 
of Doom the honest way? 


vi 
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Inside tho editor in CAVES OF DOOM from Mastertronio. IF 
Fou cant get through a screen you can always edit the 
aviao! bits out! 
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CRITICISM 


O “ Caves of Doom is a pretty 
good platform game with str- 
aightforward but good graph- 
tes. There's not much sound — a 
little more would have made for 
more cheerful play. A fast, jolly 
ld game which | found 

lenjoved the editor, too — it 
added an extra dimension to the 
basic game. You should é ri 
Your money's worth of fun 
this one. 


“Although Caves is not bad, 


a vbe it would have been better 


value in combination with ano- 
ther, similar program on the 
tape for £ 1.99, The cave design- 
er is nice and easy to use but it 


doesn t add'to the game. ! found 
it did the opposite: instead of | 
enjoying the frustration at a | 


given point in the game, it'salito 
easy to edit out the problem 
altogether. Generaily, this is not 
an excellent program, but better 
than average. 


6" A couple of years ago | 


would have been really impress- 
ed with this game as it has lots of 
streens and even a screen edi- 
tor. Nowadays, it's below aver- 
age, and even for a cheapo 

ame it's not Brilliant. Playing 
the game is fairly straightfor- 
ward: just fly around and collect 
the fuel pods for points and try 
to get-all the keys. Graphically, 
Caves of Doom isn't 9009, the 
characters are small, undetailed 
and jerky and the backgrounds 
are too colourtul and often 
garish. Nevertheless, there is à 
strange sort of addiction about 
(hs game E ja HH play ft when 
VOU za boreo with everything 
else and then get really addicted 


| to st. The screen editor is very 
| strange and takes time to get 
used to, but, once you do, it's | 


very useful * 


COMMENTS 





Control keys: O left, P right, À 
up, 2 down, G start game, E to 
edit, 5, 6, 7,8 to move cursor in 
edit mode, J/k backwards/ 
forwards through character set 
Joystick: Kempston, Interface 2, 
Cursor, Fuller 

Keyboard play. responsive, well 
laid out 

Use of colour: a bit garish aí 
times 

Graphics: simplistic 

Sound: jetpack noise only 

Skill levels: one 

Screens: 40 

General rating: a fun little game 


Use ci computer | 
Sri 

a 
Getéi started 


| Addictive qualítias 
| Va or money 
Overall 









«& SPECIAL OFFERS 


e SPECTRUM/PLUS 


INCLUDING INTERFACE 
PLUGS STRAIGHT INTO SPECTROMPLUS 


omtv É TOO cosrenes 


* TOP + TRIGGER FIRE BUTTON 

“AUTO FIRE MODE 

* KEMPSTON COMPATIBLE 

* STABILIZING SUCTION CUPS 

* SPECTRUM OR PLUS + UNBEATABLEOFFER . 
SENDO FOR INSTANT DESPATCH 











PRICE BREAKTHROUGH 





E SWITCHABLE JOYSTICK 







INTERFACE 
onty E 70.99 vos ines 


* ALL THREE SYSTEMS AT THE FLICK OF A SWITCH 
* KEMPSTON'—CURSOR'—'INTERFACE II 

* ACCEPTS ANY 9PIN JOYSTICK—INCLUDING 
RAPID FIRE MODELS « SPECIAL OFFER!! 









Buy with QUICKSHOT complete tor onhy F 7 99 MON 









À muinirenTuR INTERFACE a) 
SPEECH SYNTHESIZER & de 
E JOYSTICK INTERFACE ONSO 


ONLY " Sponcê Syethesaer qro pndimitod vocabulary e Jrpsiich 
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in nature. As these are con 
trolled by the malfunctioning 
computer, the most harmiess 
looking robots have a habit of 
hampering you at every oppor- 
tunity, Items may be placed in 
their way to stop them or if you 
have the first ald kit, you can 
"often rectify any minor damage 
o) inflict. For effective control 
of Poddy, he must remain within 
the immediate vicinity and this 
tends to slow you down some- 
what until you become accus- 
tomed to controlling two charac- 
ters. Also Poddy must be kept 
fully powered. There are various 
power points enabling this but if 
u neglect him, his usefulness 
inevitabhy suffers. Likewise, the 
main character must be kept fit 
so it becomes necessary to keep 
| an eve open for food. 
The game begins in the cen- 
tral location re the Code 
Ms have to be placed, To 
ensure that they are being coll- 
ected in the right order, when 
one is found it should be drop- 
ped in this room. If it appears in 
the special cells it is correct. If it 
falls to the floor, it has been 
returned too soon. k doesn't 
take long for things to get 
complicated. 

















Producer: Design Design 
Retail price: £7.95 
Author: Graham Stafford 
and Stuart Ruecroft 


part from being a thirteen year 
old rock album, 27712 AD is the 
title of Des Des's latest game for 
the simple reason that it 15 set in 
that year. London, in the scen- 
ario, 15 not the fair (7) city we all 
know today but in fact a massive 
computing complex dedicated 
to running the entire country. 
Everybody is free from partici- 
patio in menial tasks as robots 

ave been designed to do ali the 
dirty work, e dad is tickety- 
boo until some naughty hackers 
go and play around with the 
system. 

Now the supposedly benevo- 
lent computer is turning into a 
digital dictator, using the robots 
it designed for peaceful pur- 

s to impose its reign of 
terror. Your task is to locate all 
the pieces of a Switching Code | 
| and insert them into the com- 
puter in the correct places, Ten 
of these are scattered around 
the complex. You have an elec- 
tronic companion called Poddy | 

to help you achieve your quest. 

| | The game uses icons for con- 
trol. These are displayed at the 
bottom right corner of the 
screen. There isn't enough room 
for all of these to be displayed at 
once so selecting a particular 
icon changes all those currenthy | 
shown. To the left of the icon 
display area is a scrolling mess- 
age screen used for both game 
and help lecsgng E 

Apart from a Help icon which 
sends information to the mess- 
age window when selected, 
| icons allow the control of Poddy, 
the carrying and use of misc- 
ellaneous items collected during 
the game, the ability to check ihe 
current status of both man and 
dog (or modify each within cert- 
ain limits) and game options 
such as joystick selection. Dou- 
ble clicking an icon returns you 
to direct control of your charact- 
er on the screen. 

Graphics are somewhat akin 
to those employed in such 
porrada Tir Na Nog as they use 

ires single colour graphic 
| backgrounds upon which the | 
characters move about. The 
main difference is that each 
room is a different screen. The 
characters may also walk into 
the foreground so the screen 
scrolls up and down to a degree. 
às the characters may also 
move behind objects on the 
screen, any that are likely to 
seriously obscure the view, dis- 
appear at opportune moments. 

stofthe other characters in 
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CRITICISM 





& “ This game resembles Cuch- 
ulainn's adventure sagas in only 
the most superficial respects. 
has some good original ideas 
pod caraio dn pro 
gameplay. Although it takes a 
“while to Ate op arma 
dealing with two characters and 
a series of special function 
icons, once this família EE 
acquired, it becomes possible to 


Design Design 


the game tend to be mechanical | 





| satisfactory, you may well de- 


























































Ahh! Fou ve left Poddy behind. 2 112AD from Design Design 


get totally immersed within the 
game. However, the pace of 
action is such that unless you 
found the speed of Marsport 


setup— a sort of cross between | 
| Filmation | and ||, which creates 
a tremendous effect with smo- 
| oth movements and detailed 
animated characters. Every- 
thing, except moving, is done 
via icons which are large, de- 
tailed and easily recognisable. 
AJI the things you can pick up 
could come in useful, and my 
roblem was deciding what to 
eep and what to give to Poddy, 
(Don't forget, nicp give him too 
much to carry, he slows down). 
Lots of pretty graphics and great 
games with lttle sound seems 
to sum up Design Design — and | 
tt works most times. One of my 
favourite games to date." 


cide that this is a little slow for 
your tastes. Personally, | found 
mt enjoyable to be able to Pi 
reciate the animation whilst 
dealing with the thought pro- 
vorinia problems the game 
prov des. Ri 


o “Oh dear! Um the sole hope 
for humanity — well the UK 
anyway — in this game. DD have 
made a good job of the icons 
and the animation and scrolling 
are both very smooth. The lack 
of sound made a big impression 
on me, though why, Fm not 
sure. | don't think this one holds 
any major surprises, but it is 
better than the standard, run of 
the mill game. | think Graham 
Starford could have done better, 
because the storyline has a lotof | 
potential. f's the first Design 
Rest game ! haven't been mad 
on. fhe graphics, despite being 
smooth, don't seem to have 
anything over those of On the 
Run. You'll have to pull your 
socks up Design Design — | 
wouldn't want my favourite soft- 
ware house getting a bad name, 





COMMENTS 


Control keys: selectable layouts 
Joystick: Kempston, Sinclair, 
anel ai 
eyboard play: very responsive 
Use of colour: limited on screen 
but effective on icons 
Graphics: very good resolution 
and animation 
Sound: none 
| Skill levels: 1 
General rating: good animated 
O “lfirstsaw 271/24Dscreensa | adventure. 
few months ago from a very shy 
and retiri ng Graham Stafford 
and couldn't wait for the finish- 
ed version with a robotised 
Poddy. the first thing that struck 
me was the way the screen was 


Prrth pour farthful robo-frend Poddy you stroll through the 
cityscape in 2112ÃD, a game from Graham Stafford of 





| MICRO GAMES ACTION 


EO ada id DF 


Our fai binder doesn't just look 

impressive with its silver Blocked 

CRASH logo and dark blue finish. 

ts also strong enough to hold a 

vears supply of CRASH away 

Build yourself the most comprehensive manual on Spectrum rom your Irends! And it's only 
software ever seen! Save your issues of CRASH month by month, ig boi re il À 

and turn them into the hard cover with the fattening soft centre! 
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TURBO ESPRIT (3D Simulation Car Chase) 


Spectrum 48k Ea.9s 
Commodore B4 [a qe 
Amstrad S64/612B EROS 


You are a special agent equipped wilha Lotus Turbo Esprit. An inter 
ational ring of drug smugglers até aboui to make a huge delivery of 
herom, and must be stopped at all costs, The drugs are stored at a 
numbero! houses in the city and mall be taken by cars to an armoured 
van vebich will be cruising around the centre, A raid on the van betore 
comptetion ot the delivery would leave some o! the drugs im circulation 
Saroiariy a raid on any ol the houses wouldalen them to you squad s 
activities. You must therefore try and pick-off the cars one by one 
betore they make their drop, and then try to stop the van before 
escapes: The delivery cars will be becked-vp by hit squads - 80 watch 
out! 


| Developed winh the suppoórtof Lotus Cars Ltd) 


| g a Sm ie DS |] 


COMBAT LYNX (Air-to-ground Battle Simulation) 


Spectrum 48k 
Commodore b4 
Amstrad 469/6128 
BBC: Electron 


"Combat Lynx 15 both simulation and shooi-em-up games im one, The 30 
eftect created by using contour line graphics tends to que |t a more 
tachnical feel, so more like à simulation, but on the other hand there are 
lots of jets and enemy helicopters wluzzing ardund and ground forces 
shooting a! you which gives lhe game ns instant plavabihty appeal, Once 
vou get the hang of coping with everything, it's possible to play a game ol 
high strategy which involves not only arcade skulls but those of forward 
planning. For peopla who enjoy strategy type games. Combat Lynx should 
provide hours of fun, wfule for those who prefer something instant and 
fast - choose skill jével 4 and hang onto your hats! General the graphics 
Bro most impressive, with a few attribute problems. when chiecis are 
about 10 become hidden, but these are minor in what 15 otherwise an 
engaging and challenging game” 





CRITICAL MASS (Arcada) 


Spectrum 4Bk [8 as 
Commodore Bd Fã Gs 
Amstrad 464/6128 ER gs 


An outiying-system of the Terra Federation has sei up an advanced 
Shti-Malter Conversion plant on a centrally postioned asteroid to 
supply the local colonists withenergy. A surprise attack-by alien forces 
E E successtully overcome the asteroid & defençes and the aliens are 
now threaterinmg to salf-el ucithe power plant unless the colonisis 
offer an uncondimonalsurrender. The seif-destryctian process would 
etfectively turn the power plant into a massive black hole that would 
Wipe Oui the entire planetary system along with a number of nearby 
stars, Unconditional Surrender offers an equalhehoritic prospect, Your 
meston isto infiltrate the enemy position and disable the anti-matter 
ptant betore the ahens achieve CRITICAL MASS 


“Tuststhebiz... Thegraphicsand plavabilityo! thsgamearesuperh, 
making it wall worththe money.” 


SABOTEUAR (Martial Arts Arcade Adventure) 


Spectrum 4Bk 3.98 
Amstrad 464/6128 EB95 
Commodore 64 EB.95 


fou are a highly skilled mercenary trained in the martial gris. You are 
employed to infiltrate a central security building which is disguisedasa 
warehouse. You must stgal:a disk that contains the names of al) the 
rebel leaders before its information is sent to ihe Outiyvina security 
Statións, Tou are working against the clock both in getiing lo the disk 
andinmaking your escape. You mustenter the building from thesea by 
rubber dinghy, and will then only be-abie to leave by the helibopter on 
heroof. You will have to find your way around the Warehouse, making 
Use Of the quards' own weapon supolies im vous struggle through 
overwheiming odds. 


Saboteur is without adoubtone of the best arcade games | ve seen for 
a long time and a welcome departure from the plethora oi 
ligenced /endorsed product that the industryseems io Currently favour 
Recommended" 


UEL! 


DURELL sales dept. 
Castle Lodge, Castle Green, Taunton, Somerset, TAI 4AB, E ngland 
LS PIE EVER TOO 


software getting harder. ... 
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RASH bring vo Eae 














As everyone who has known me for a long time knows only 
too well, lam one of the world's most uncomplaining people, 
but even | have to say that [ve been having a trying time of it 
lately. 's the snow you see, it makes cycling down the hill 
“into work such a chore, and going home is even worse. Also, 
+ didn't escape dg eagle eye that a certain Playing Tips 

person had moved my desk further away from the gas 
mantle so he could keep warmer in the office. So it is with 
eh fingers that | open this month's mail to find attacks 

CRASH for going downhill, uphill, sideways and every 
which way in fact. Quite an interesting bunch! K's getting to 
that interesting point where for every letter complaining 
about something or other, there's another answering the 
complaint. | think [' go into retirement and let you lot get on 
with it (perhaps Robin Candy will take over — he's good at 
sorting mail, that's what he was initially hired to do). 
Anyway, enough of this maundering and onto this month's 
megaletta... 





su htva had io rey roblems. 
ih losing prográma which 
Ca 
FS.0o VOU 
rbloadors? 


write to say, how dg 

something is, A how bad it is. 

Also prai sli good idea is not 

controversi e E Lhave had no 

tzero, nothin 

Iyou aid problems w Rodar: 

because you e o jd qu a argument both for 

| arcano pedia condemnina and. pusinet turboloaders. 

| atone: in your HOM FOR: — | NB GVEr, “loadin 
pfminiscule words good hj time is almost halveil, ur a 
condemning ders. | goedthing (less waiting more. 
Honestly now, admit whether Ume playing). 







GETTING 
TOGETHER 


on games of a similar theme 

| then we the buying public and 
the software houses concerned 
would benefit. 


Dear Sir, 

Subject Tomahawk. 

| After purchasing this game | 

| have come to one conclusion — 
twould be a great benefit for the 
Pa guia iFgraphictechnics 
could be copied from other 
prog rams, in this case 
Fomanhawk and Combat Lynx, 

| then Tomahawk would have 
been a mega smash; Lorries; 
tanks etc were detailed in 


UE for the controls plus 
a sort out targets from a series 


F Durell and Digital Integration 
had got together on this one | 
think we would have had a mega 
Hit CRASH Smash. And that's 
pgs the buying public 
would welcome especialhy at the 
price of 9.95. 

AS for the LensLok, ittook me 


em o pa pri to as 
the reviews and 
| them 


some: 
loaders but 


: waiting alo 


De ando lt rubbish 


of dots is frustrating. As | stated | 


Combat Lynx plus rolling hilis. 
His in my opinion that if the 
Software houses got together 








sa minutes, 5 reloads, 80% eve 
strain and 80% guess work to 
start the game, 









phiçõie canis o 
So now is the time to apa 


outin favour serasa 


because thi sapnea 
Nigh ido pe pi | 
el pa 





Ê only so that other readers can. 


ri pais 
them (live same caras Fm: a 
became: ut SPEED nisi 
tas NOVALOAD is on the . 
Sed 64) then things 


aa febo tnlikly asthisis 
8 1 
« sixth letter, that it will be 
À, but yours in favour of not 
time for 










But thanks to my Mirage 
Microdriver | can put the 
LensLok in the bucket — | 
transferred it immediately via 
Mirage Microdriver to cartridge 


| and promptly gave the game 
5. À nice touch but having | 


plus LensLok to my young 
nephew, 

Yes 'nephew”, for |am 50 
Seca old (Veteran) hooked on 

pectrum Games and in my 
opinion most reviews are done 
inmagazines by people who 
don'thave to spend hard esrmed 
money to purchase games. It's à 
different story when you weigh 
the cost of the article or game 
against the amount of 
enjoyment one gets from 
playing same — as lhavestated, 


asia am - — = lhe games of your 
Ice are on SP. . 
| bibeing hack the di di nosaursiM, 








if software houses with similar 


| ideas got together then as in the 
| CaBB O 


Combat Lynx and 
Tomahawk then we would have 
something worth £9.95, a lot of 
money for a kid delivering 
papers to afford same in my 
opinion. 

Please print and oblige. 
JReekie, Oakley, Fife 
Hthink you're asking something 
akin to Russia and the USA 
getting together on the space 
race untortunately. Besides, 
different software houses have 
different ideas of what they want 
E achieve, not to mention the 


profis after ofs da the 
its afterwar 
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CSI da 
to write to Vá HU, VOL E tel FÍvok 
atit,ortl set my dangerdas 
hedgehog onvyvou. Às Em yeriting 
O, it Tt dr | ES gol FE mega 
us complaintto make. 
er how 


gi Ari grndy 
é andsol 


DMmpe tition. 
asp pr Iwegks of work, Every 
Cay apari from about three, dd 
was finished just about a week 
before the judging day AS 
used Bs neets SOfãs size paper, 
| À ice (they must be 
d meto legthe map 
envelope and then 


BeKagInd 


1 Back, 


Enve elope adore 
autitul! stamps, am 
A Tap. 
cy did | we: art UIP 


d finally 


tithe 
“MOE S 
ough] 


BLACKMAIL 


Dear Lloyd, 

Ill kesp your identity a secret 
so don'tworry, allyou have to 
do is send Robin of the Wood to 
this secret address and your 
identity will be a secret. 

Anon, 00x, Cleveland 


| And Hi set Michael Butler's 
hedgehogs on to you. Still for 
your efforts “m sending you a 
copy of Robin of the Candy to 
you, anon. When you get it, just 
poke it a few times and feed it 
almost raw steak (no veg 
though, and never, ever feed it 
after midnight — it's not too 
Pê on mater either). 


and many otmy friends though! 
very good. (Modesty is 
showano through there) NEVE 
mind — thought |, at least lg 
ppaldgiadis EK so que tt  hére, 
en though nda H 

E auiléir Vtbebothered te 

Now thatso PE 
tewy other pon |. Meoriy try 
Hun was a C RAS 3H Smash, but is 
too hard and shouldn t have 
been. Fou made outto be 
better than tis and Efe the 


cm "q isa a 
ti nvergame should have 


ds IES IS NO 


he sino Even thol 

wont publish or pre bai ly even 
this lette F, but vou do 

au blish le tHeors written by menta 


straini ng at their E 
set straightior Ludo 

Michael Bu tler, ope St 
Andrew, Norwich, Norfolk 


DOORSTOP 
HODGES 


Dear Lloyd 

You've gotto help me. At school 
Em being constanthy hasslad by 
my computer studies teacher 
alias Mr (l think spectrums are 
doorstops) Hodges. 

He is constanthy taking the 
michael out of the Spectrum in 
lessons. 50 what? you might 
think, but in our class | am the 
onhy Spectrum owner and the 
rest are commie 64 owners and 
acorn electron owners [don't 
laugh). Once Mr (l hate 


spectrums) Hodges has started, 


| get the micky taken all through 
the lesson. 
So please Mr Mangram could 


you print the following message 


Lots of Bug Boxers reckon Derek has his historical periods mixed 
up. but | thought this snappy cartoon strip from MARK BEAUMONT 
(aka Bomber) or Worsley, Manchester, summed up the problem 









quite nicely! 
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in your mag as a last plea to save 


pity. 

HODEES PLEASE STOP 
CALLING SPECTRUMS 
DOORSTOPS! 

Po gi, Norwich, 


PS Please stop taking the Micky 
out of Robin Candy as | know 
how he feels. 


There you go, Glynn. Mr 
Hodges, get some education in 
and stop slagg'ing of poor, 
harmiess machines, or Fl'set 
Michael! Butler's hedgehogs 
onto vou. 

Fou can't possibly know how 
Robin feels— he has no feelings 
to feel with. ff vou don't believe 
e — ask ir! 





CF EUT PEREK,WERE ONLY 
Gong To THE SUPERMARKET! 


HELP NEEDED 


Dear Dr Lloyd, 

You have-got to help me. | am 
suffering from a terrible and 
fatal disease called 
Crashlaphobia (loss and/or lack 


of C H). In my case it's both. 
ar me tell you the situation: 
À few back my mate 


borrowed 18 editions of CRASH 
from me. (Numbers 1 to 18) 
When | asked for them back all 
he kept saying was Tl get them 
tomorrow”. He said this for ages, 
so one day |went to his house: 
and asked for them. (Now he. 
had tó find them with me 
a oo ôn his doorstep didn't 
Come in;“he said, so | did. He 
searched and searched for 
hours. | had practically given up 
hope when he said to his Mum, 
“Have vou seen the CRASH 
Magazines, Mum.' She a e 
for aminute and said, “Yes, | 
sd cp And * My face lit 
vuith j ri nd “ITHREW THEM 
A JAN 


THEM 4terriblewords echoed 
in my head and wouldn't stop. | 
tell to the floor and gd Pie a 
heart attack on the spot. 
mate searched the bins, but no 
sign of CRASH wes to be found. 

ow 2 weeks later, them 4 
words are still echoing, 'm 
losing weight, going a funn 
colour, can't eat and | think | m 
aa ng. Is there a cure for the 
disease |'ve got, If there is, there 
is only one person in the world 
who know it and that's you, so 
please Dr Lloyd could you find a 
cure for me? 


Maker, London N7 


My professional advice is to ask 
Caro! nicaly for a set ofthe lost 
issues [should cost around E 16, 
plus National Health 
Prescription charges) — ah, but 
wait! Quite a fewof the issues 
are now out of stock. Oh dear. 
There's no cure rm afraia, let's 
just hope the condition ad E 
terminal, man (groant 5 
Les, | sheuio Dash yaiir fisnd's 
mum up-—at least it might make 
you fesi better. [0h oh, there! 
go again, next well 
rate mum letters Po the lines 
of causing rs to stray 
from the straight and narrowl. 
Lil love mums realiviM 











CALUMWATT (nice name), sentin this selection of very welldrawn 
bugs making hay while the sun shines = or something like that 
| anyway. 


OVERHYPED 


Dear Lloyd, 
lhave been bip fora long 
time since the time when you 
could find a new POKE every 
month in Your Computer, save 
up to buy Artic's Galaxions or 
ar our friend round fora game 
h the wall." 

a the ays when “sending off 
fora game dn EnnÊ receivinga 
printout of 1024 hex digits to 
type in, who could imagine that, 
one: day, four or five years later, 
the software industry would be 
as mis today? 

Any — — back to the point. 


azine 
esterday ! Peba at Gallup, 
the compilers 0! many “top 30º 
charts have decided to SE the 
chart into" be poha 
Expensive rograms 
ne “budger Po rubb Ae 


unds which pente onhy 
a pur beca ii die titles are 
cheap). Well — ais 
untess a game was R EALLY 
SPORID no— absolutely NO — 
| E ie costimore than 
E Why have the prices gone 
up? People buy more software 
now — so the price should have 
gone down. 
The answer to the “irmas is: 
— Hypo. Ocean took NINE Es 
in February's CRASH — |U 
GOLD — part of the same 
empire— took FIVE and Imagine 
— also owned by Ocean — took 
THREE. lt is not only Ocean, but 





theyare a example. The 
advertise their games for £7. 
or 6.95 apending thousands on 


glossy aciverts. Idon Tenow how 
oo a being and em 
nação but | know thatitis 


gia can small companies, 
| pad cod 


as Spellbound are worth ten 
Rambos or Eurekas. The only 


end up paying the 





companies who have the rightto. 


sell expensive software are 
those whom aa gr ped prod give 
Leve 
Sd use: or Ultimate: 
se including Nightshade). 
J Marsh, Billericay, Essex 


Hmmim — Galaxions À ig es nd 
back a bit, but ['m sure 

Hobbit [E 14.95! and Valhaiia 
pomar are around the same 
time. True, mH Ga Pd never 
cost more than Fi that 
was, àS YOU Say, à years ago 
and inflation does hit most | 
things. Programmers have 









become much cleverer, games 
take longer to develop, the ideas 
tda sil lo DRE to 
better 
perhapo) ar ad ps tdo are 
pp als" in the sense 
thatthoy ro really parn a living that 
n't just churn out 


wand dont ora bitofspare 
cash. Quite obviousty, all this: 
costs more. On the balance side, 
bt are now some excellent 

pa RO games at prices that. 
would have been Uniinkey 
cheap a few years ago. Your 
paraphrasing of Gallup's chart 
split intentions is a bit unfair | 
think. Comments on this from 
anyoneelse? 

to the big companies' 
advertising policies, there's not 
alotican say. Of course some 
smaller ones are going to 
nene games as good as and 

er than Ocean — that's only 
to be hoped, Butweliveina 
commercial world and 


advertising is essential. ltisn'tas 


though Ocean or US Gold take 
the numbers of Si adidas you quote 
for ONE game, and I'm sure they 
same page 
price as anyone else. The point 
ts that between them they put 
outa fot of games, hence a lot of 
ar 


fue 


== AUTOMATA UK) 


He ramo Capbei - 


Voted by the CT.A, 
"BROGRAM 


Dr THE VER 


a compilatiorn 
Graphic adventures! 
MAC Arcade amem” 
Text ade ur 
Strategy quase! | 
Ê ts 2” FAMILY Fun 





Pizase Send me the ibemim) t bed bel 
A apodir to AUTOMATA sente, is END sloni 1 ncloas MTE. E “Emo 
pricês imelude VAT à Carriage With Wi He OVE PBERS EL CRTRA 


Ejo. MAIL DADER PRICE ta 


ata qm ! retail 
Enc Rd E pro retail Elos M&ITL DADER PRIC Te 
“O (MB E e tda am per. retail ELO. MAIL DRDE R PRICE EE et 
BO TO ql Pre 4 o] E Tum retail EB; MAIL DRDER PRICE Fá CT 
“DE EX Hi Sprr. cetaidl ElS. MAIL DRDE R PRI E EB =. 
EX MACHENAS ConcM ES retail EIS. MAIL DR R'PRI Ea T 
cpjMâNIA-:hoE ansrer Boogie t aboisira Hom PIMÓPNTIA vaz som EL DDT 
a as Ds RES ms PS READ RS Pigbel remos 


MES Po Cos 
“Erro a etamprd sell” adorensol envolooe Eé ls CunERaT “detaila. 





SINCLAIR 
REPAIRS 
BY THE 
SPECIALIST 


Walkers will repair your computer at a realistic 
price. 
You send a cheque not to Exceed £30,00; your 
computer will be repaired and 
retumed the same day or send for a free 
quotation. 
Most repairs will be in the range £15.00—£30.00 
subject to machine. 
For information 
Telephone — 021-643-5474 
or simply send your computer together with the 
coupon below 
Ê Thomas Walker & Son Ltd, 58 Oxford Street, Birmingham B5 5NX E 
E PLEASE TICK e 


E OCHEQUEENCLOSED DFREEQUOTE CDACCESSCARD | 
E NAME 
E ADDRESS 





Walkers 
COMPUTER SERVICE 
AND REPAIAS 
Telephone [021] Eds Géma 


ACCESS NO: DODDDOODODODDDDgODODO 
TELEPHONE NO 


HEHEHEHE nE En 
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CLEAN UP TIME 


Dear Lloyd Mangram, 
| am writing on behalf of the 
computer pacifists to tell you 
our cause, and to warn you! 

Our group consists of twelve 
members (sadly all boys); all 
owning different computers. 
Our objective is: No rivalry 
between computer owners. No 
violent, blow-em-up computer 
games. No violent evil, sadístic 
computer mags. No games that 
involve pounding your 
computer to death eg DTD. No 
computer games, with an out- 
right winner, to cause hardship. 
No gore or sex in mags and 
games, No hi-score charts in 
mags to cause jealousy. No ugly 

ictures in mags eg Derek 

rewster and Robin Candy. No 
ugly bugs and your letter pages. 

At this moment, you, who are 
reading thinkwe are soft wallies. 
Not ifyou look into the depth of 
our course. 

Our members are; | 
Gregory Eyone - ZX 81 User. 
Martin Biddle - Commodore 












User. 

Sean Blair - Spectrum User, 
Dom Clarke - Commodore User. 
Liam Winer - Spectrum User. 

| Brian Armstrong - Spectrum 


ser. 

HALL OF SLIME. Then this 
month | opened your Christmas 
CRASH, quess what confronted 
me, Frida lá the bioody) 
Thirteenth. Also somewhere in 
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| made you go blind — now, 





ur pages, there was à porno 
teve 'perverted' Turner with 

his smug look and he was 
reading Mayfair. So CRASH 
better start clganing their act or 
you will lose your readers; and | 
am sure Ee others. 

gory Eyone, Portsmouth 
PS | know this will not be 
published because its a very 
condemning letter. 


Go on then, clean up the world 
of computer games, sounds like 
your course ends in something 
really siudgy to me, a load of 
sloshy bytes with no bite in 
them. Toothless games without 
good clean fun in them. Fm 
saddeneo to think you've been 
taken in by the wimps party. 
Still, perhaps another dose of 
CRASH will solve the problem! 
Look what the world of 
computer games has given us — 
once upon a time teachers used 
to say à very different activity 






according to latest research, À 

Us Eçd ata VDU all day, 

At CRASH we're working fora 

io ti better world Blah, blah, 
ah... 


LM 


Sorry decir t get round to your letter, N ELSON SANDWICH, Hom 


Merseyside, but the drawing at the bottom caught my eye! 





A 


CHEAPER 
Dear CRASH, 
Lam writing to you concerning 
the price of your magazine. Ah. 
«Ah, before you throw me away | 
must add that | am also writing 
to praise the fact that CRASH has 
actually fallen in price over the 
last year or so. Remarkable eh? 
What is more, Iwill prove my 
theory. | 

In the July issue of 1984 there 
was a total of 110 pages for /5p. 
This works out at exactly 
| 0.6818181p per page, OK? The 
December issue 1985 however, 
contained 170 pages for a price 
0f95p. This works out at — wait 
for it — 0.588235p per page. 

Now, if we dg the price 
| per page of the JULY issue by 
the number of pages in the 
DECEMBER 1985 issue the 
number should equal less than 
95p if CRASH has risen in price; 
over the lastyear, Shock, horror 
it doesn't! In'fact the price that 
you end up with after this series 
of complicated mathmetical 
calculations 15 É 1.16 — proving 
that CRASH has fallen in price by 
Zipover the last year. Oh by the 
way — in case you even think 
about raising the price of my 
most fávourite magazine 
remember that the paper in the 
JULY 1984 issue is almost twice 
as thick as the paper in the 


LADOULinEe 
ht Boringl | 


| k me, L El k Fa! 
el) voto fe to 
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rered my order 
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within 2 


| a e a 
all the people 


read fhead 
| thatthevy car 
vet 


| Software wvniCh os st 
| wirapped in cellophane. 1H 
goes to prove that if you. 


around 40 


real bargáins. | have DECEMBER issue of 1985. 
InSiance, boughnto Yours math metically, 
Zz00m for fi Bag] E Steven Marshall, Truro, 
Jon Rose, Bognor Regis, W Cormwall 
SUSsex 

| did get Elementary and 
Shoppn) und fas always Adortiona! Maths O Level, but 


that was only because | was ill in 
bed suffering with mumps at the 
time and the adjudicators made 
allowances for my sad 
condition, so Vl take your word 
for it, Steven! 


] 
DO] 


OUARK QUARK 


a ga E La | 
Dear Liovo, 


o! a E - 
AS a SUDSETDErto 


CRASH, | feel 
that the IMIgra-ço : 


INRdus! 


ris anternecine to th 
de af the Hthoninpt 
misenthy Eme ki 

? aa 


ted! o! ta ú) 
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a LO SP LI 
E INNVO cecsco xIlal Sd 
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LENSLOKED OUT twould have the other effect, 
the price would go up.eg Elite 

Dear Sir, costs E 14.95. Enough said. 

As a new reader to your mag Overall | rate Lenslok fair and 

there are some points | would certainly don tturna blind eyeto 

like to put over to you. lenjoy a it, butdon'tletitbethe bealland 

reat deal reading the lettersin | endall. 

the Forum, but certainly do not Lastly if anyone is interested 

enjoy reading such rubbish I've reached the status of ELITE 

about who is better than what. and have 870 000 Cr, playing 

other mags are saying. Rubbish | time 5 (constant) weeks. 

such as this, not my letter, H Wilding, Dreghorn, Irvin 

should be put where it belongs. 

The FORUM is a platform for | seems to me thatan 

people to speak, not a toilet to awareness of what other 

deposit things in. computer magazines are saying 

























































Now that that's outofthe way | and commenting on it is fair 
Iwoutd like to talk about an enough. The quality of the 
article by Simon Goodwin inthe | commentmay be another 
Xmas Speçial. matter, however. Lenslok is 

| can sympathise with probabiy another Tfad" of this 


É qi computer software FoRaBaRiaa industry's pole casca Ê 

| Sorrytha hecassette parted company from the letter, all [know is wanting to pri tect tl eir games, obsessign wil prevention é 
Nat te dersas Loss Ber nd à lady. ada 1, but, where (é Leniiok pd in to piracy. Perhaps it hasn't worked 

take us? Arewegoingto havea | outtoo well for lots of people 

different lens for each game? As | and that isn't good for Firebird's 
Simon has said itcan be difficult | image or sales — something 
to make outsomeoftheletters | only they can property know. |! 
and t does NOT work too well certainty understand them 
on a 26” screen. lfyou lose the wanting the entire package back | 
lens, as happened to me, the before giving you another, they 


game is lost, at least until you have proba as had hundreds, If 
get another. When |lostthe lens | notthousands, of calls asking 
promptly phoned Firebird and for replacement fenses, most of 


explained to them the situation, them not bona fide at all! There 
no problem they said, send us is a sight misconception in your 
the whole package and we'll pricing argument for Elite. 

send you a new one. Rather Although Lenslok has 

drastic | thought and they said, undoubted!y added something 

| we need proof of purchase and to the price, the real cost of the 

| we can't have you having two game has come from the high 

| lenses, royalties paid to the 


The article also inferred that programmers in the first place, 
companies” best ideas never plus the Spectrum version 
made their way into code development costs. Historically 
because they would cost more speaking it is far from being the 
to develop than could be irst game at this sort of tag, and 


| recouped from sales. He wrote: arguabiy offers as much, 
Elective software protection,at | possibly more, entertainment 

a low cost, oughtto bring down than, say, The Hobbit or Valhalla 

the price of top software. | think pio im their day. 


E12 worth of software go to WILLIAM THOMPSON from Southport, 
Lanes, for one of his two crammed strips on life at CRASH Towers 


Eserendipity [look itup) doesn'tintercade between now and then, 
EH try and print the other strip by William as well. 
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writing trash andwvastinaspace co g from my d 


WALL Yr TE spa LE e 


| MIS [= 
ad tne could not tear mys 


THI Ss [o Ff A P F S A shouted atby other rea À E ia Tí the E al E a fem stert Eu k 


Dear Lloyd, Christmas Special issug of 

Betore actually getting to the - Hthatl had to write | 

pointofthis letter | would just ar ratulate you on the don tgetindoient 

Reto say that vou al story Of QU Frey. tou certamby Stephen Squires, Torquay, 5 
al were notindolent (the : 


re tgo 
again) when research! 


dna this 
opprobrious, ar 
tAtter alithes : E Is sfori 
haveto visit th APR TO QUIS, to tuistrio shoutindo 
or should that be the CHAPS A WALLY! ma 


optom HE treisl) f E dy thal | am nai ustiali 


Anyhow, Eençugh po SIN, OM readirma so] 
with the letter! (lexpect | shall be 


'Olly Octopus' has for his creator nóne other than the Spectrum 
programmer STEVE CROW [Wizards Lair, Starquake). He also did 
| the Forum heading here — is there no end to the man's gentus? 


* he past year has been very good for Palace 
Software — our game Cauldron has been a major 
hit right round the world = and we now have a 
heavy schedule of exciting new projects that we are 
working on. 

We are now looking for at least two new 
programmers to join our small, friendly team, at our 
Central London offices. 

We are particularly looking for people who are 
able to work in Z80 machine code in order to write for 
the Spectrum or Amstrad. We are interested in talking 
to people with all levels of experience. It doesn't 
matter whether you have only just left school, or 
whether you have been writing games for years — we 
want to speak to you = provided that you have 
mastered the basics of machine code. 

These are full-time positions with a salary based 
on previous experience. In addition a royalty is paid on 
sales of games. 

Write or phone Pete Stone and tell him about 


yourself. 


& au [= a | ta 
nã 275 PENTONVILLE ROAD, LONDON Nº 9NL. TELEPHONE 01-278 0751. 
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There's never beena better reason 
for looking forward to Winter: 


| Summer Games || M— 
* nowits on to the Winter 
— Games! And whatan Incredi- 
ble setting —a comptetehy realistic 
winter wmornderiarnd featuring six 
action-packed events. You can com- 
peteagainstyour friends orthecomputer. 

First choose the country you want ta 

| Then it's practice, training and. 
leaming à strategy for each event. 
Now the Opening Ceremony and the competi- 
tion begins. Willyou be the one who takes the 
gold at the Awards Ceremony? 

The quest for the gold continues...And lts all 
here — the strategy: the challenge, the competition, 
the art and pageantry of Winter Games! 
> Six Winter Everrts: Bobsled, Ski Jump, Figure 

Skating, Free-Style Skating, Hot Dog Aeriais and 
the Biathlon 


> Unique Joystick Control — Requires Timing and Skill 
+ One to Elght Players 


SSETTE £9.95 
q D SK £ 14.95 


NAN 
aa | 1 nd ! 


a 


NOW FOR 


ASTRO = 














NO, NOT 
DOWINHILL 


Dear Lloyd 

lhave written about three letters 
addressed to CRASH before but 
for some reason, they didn't get 
posted | am a dedicated reader 
of CRASH, and have been so 
since issue six. | am writing this 
letter to tell you how much | 
enjoy reading CRASH. CRASH is 
an absolutely hypter mega-brill 
magazine; but your Christmas 
Special was even more so. Well 
worth £ 1.95. 

Now onto the subject of this 
mysterious decline in the Forum 

ges pointed outin T 

uchanan's star letter Issue 24; 
12 pages of Forum! (3 of actual 
letters mind you); 3 pages of 
letters 15 still much much more 
than you find in most 
magazines. Idon't agree that the 
cartoons drawn by readers 
should be removed. f Mr 
Buchanan believes that these 
| Cartoons are a waste of space, 
| then surely he should think that 
| a picture of signior Mangram 
would be just as much ds awaste 
of space (no offence intended, O 
lustrious Lloyd.) 

Many of these cartoons are 
amusing, and if Herr Buchanan 
doesn'tthinkso, to quote our 
Maths teacher, “You musthave a 
weird sense of humour, boy! 
Surely Mr Buchanan doesn't 
think that Paul Mallinson's 
excellent comic strips are 
| foolish and immature” And do | 
| detecta hint of Rs usy in 

pa o a Sof Mr Buchanon's 
etter? “drawn by a load of 
infants who think they are really 
amazing guys who know 
everybody on the CRASH team. 

bit ad to be on familiar 


“NOT SO, Buchanan-San. 
iJappo). 








29,9% of letters printed in 


CRASH (those figures are justan 


estimate, mind you. | could be 
about 0.5 out) are excellent. 
There is a fair share of serious 


| letters and light-hearted ipi 


in some unmentionable ra 
you find about half a page ot 3 
pages as in CRASH) of absolute 
drivel such as, “Ihave found a 
bug m...“oreven, Tam writing 
to tell you that my copy of... will 
not load. 

Think yourself lucky Mr 
Buchanan. Why should the rich 
get richer? However, | do agree 
with Mr Buchanan on the 
subject of the Knight Lore/ Alien 
& letters (sounds like something 
from the Fourth Protocol). 

Now Lloyd why did your mag 
printa picture of 6.€. 
Strongman on the Saboteur 
review? And do you print 
CRASH in capital letters on 
every letter sent in by readers, or 
do they do it? Never mind, Il 
soon find out! 

Neil À Kendall, Halifax, W 
Yorkshire 


"Thanks for the general! 
| sentiments, Neil lagree. | 


thought the Buchanan letter was 
well over the top really, but feel 
[should t say too much àt the 
time, being such a nice guy 
really. Were RC, might have 
said much more, wilych is why 
he's only 15 and 

Mctualy, | must admit that it's 
me who puts crash inas CRASH, 
although the habit is catching of 
course, and lots of letters come 
in that may. Mr Capes and Mr 


| Saboteur got a bit muddled up in 
| “Art'— puzzling when you think 


how unalike were the pictures. 
Still, these things do happen 
occastonally, and as my mum 
says, ifyou re going to fall À 
over T, make it a double 


somersautt 
LM 


MERTAZENMS 
INTERFACE DX 


THE IMPOSSHBLE HAS BEEN DONE 


des dra true hr fambantho ney pertphera val prareder eery program aaallabito Oo po mecradrive, Tas 
essere Pet, believe oo not ES 7 ey bo BR Hal E E ErcPPiNoO CoLa [md Cor pe Trvef pos eee tt Pump 
ro cipuatdo cê dondira) arefsare 4 GAS progiam-cam trarmder mealiy amavinaard [ngrams Do microa- 


ut 


dum book 24 dese Peatures . . 


E Cormirte of harderare and softearo 
[totiaenre om microcdrive cartriêge). 

Transfers a programa avaliabio om 
to emercairive. 

Every, vor, easy to use, [NM Clre con 
ahi EE e re aire ru caro | 


Makes a inaprhor” of anyitage oi a 
program. [Savel as a Ecreon.| 

&Tramifer cam be sctusted pt amy siage 
allow ing” curtormised” werslona, 


Dm arCRASH 





Programa will reLOAD independentiy 
oi the interizee”. 


LE POL MV E À MICRÓDRAIVE FOU MUST HAVE INTERFACE J 


ONLY E39,95 Inc, PRP 


Draco era 
ater! LFR qual cota! A, 


Tree do E Clio Em 


Páristes Ire Pofee rar, 


Eles Puinediaa PLA a Soro E Pra 
Cedo tuas CORRE T 


AE ear EINE EvFL di Pê MAH Mes 
CHE a PETRIEHGE  MNERAIS rip 
+ 


Erin ALT ars 


alias pre a a MICRO Adi MICRO CENTRE 





VISCERAL SHOCK 
HORROR 


Dear Lloyd, 
Em disgusted. After the recent 
complaints about the 
magazine's covers, what do you 
do? The cover of issue 25 was 
covered with a multitude of 
internal organs. I'm a very 
impressionable twenty-year old, 
and Iwas horrified to see such a 
sight as presented when my 
magazine landed on my door 
mat. Em considering writing to 
Marg Whitehouse to see what 
she has to say on the matter. 
So come on CRASH pull your 

socks up. Just leave the cover 

| Blank except for the logo and 
price to keep us feeble minded 
people safe from our own 
imaginations. 

à ust go now and watch 

CER am RR LR O edi E zombie murders in 3078 AD 

É review A | Simon Lavinter, St Peter Port, 


Bl SA, pá : 7 a A iÊ Guemsey 


EFELE Gai 
| ENE S o ia 


vrtinog onthe subject he 
E vi Po Lugh Ir 
al He | tai line to compil 
rograms-of length | 
Nedut to tara Computer | 
estes. Within two 
LEE! veta rep aCBrmel 
om pa Ai dd lhis also ri 
VOrk SANCE en th av 
“ ra letters to the com 
ind they 
have é spent Ez 34 on a 
dE MICh Is 


JM 
| tis 4 LT 


Wolpalal-iai 
A  Enit Ons. 
Clwyd 


W'rexham, 


The hearts were ai! properly 
stuffed and baked, Simon, so 
there was no risk of salmonella 
poisoning from handling the 
cover, not that | expect that 
would impress the Town Mouse 
(in-joke reference a la Desi a 
Design — check Pink Floy 
bd album). 


SPECTRUM 
IN MANCHESTER 


, ONE OF THE BIGGEST 

RANGES OF SOFTWARE 

IN AND AROUND. 

100's MANCHESTER 
OP TTLES!! TARA? 
JOYSTICKS, INTERFACES, LIGHT PENS, | 


SPEECH SYNTHESISERS, 
MICRODRIVES, ETC. ETC. ETC... 


LUS..PLUS.. PLUS..PLUS.. PLUS. PLUS. PLUS. PLU 


A WIDE RANGE OF SOFTWARE FROM 
WORD PROCESSORS TO GAMES 
ALL GAMES AT BunaEr PRICES: 


3! WE E CE NTRE 


51 FENNEL STREET 
MANCHESTER M4 3DY 


OR TEL: 061 -834 2808 
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WAR OF THE 
WORDS 


Lear LRASH 
Úver a year and a half ago, there 
Was a war O Ff Vo rs bet To) 
ASH and Persona! Compute 
es, wtuch started im the 
's notes and articles, and 
spread to the letters pages of 
both magazines. ltall started in 
April 1984 edition of PCG, in an 
issue om Steve Turner, written 
by Andrew Hewson. In this 
article, CRASH, was misspelt 
TRASH. In return, CRASH called 
PEG Pukingiy Cruddy Garbage; 
ne articie then compared 
(a H's editorial! 
advertisement ratio to thatof 
PÉS. 

This exchange was childish, 
Dut itventon, with writers 
saving CRASH is better, PCG is 
better, and the whole exchange 
5 pointless, The latter comment 
5 the one with wihic Hm Lagree the 
most, itwas pointless. lt is 
extremely uniikely ento Tr 
CRASH or PCO lost any res e 
over in e exchange; im far ivo 
both pri gained so e 

ing to find out 
wWihich ir Ewasthe best. 
But that w ver a vedar ago, 
an 0 aiwar vOrdS VVOL 
ralédimçe a again, However, 
PBCen « CRÁSH has tried these 
táctics again. 

Lam referrir éia the artic te by W 

Gras TIE Ride 1 on Provicwys 
sives, Altho ough nec 
E OR é did names, he made it 
: PNVETE Wrong 
Hs ht PEDraRE ne 
threatened by ot 
jazines, as Kean andPe Ê did 
Ta! e sril-May 1984, Ot her 
magazi nes are not likely to lose 
readers if they print 
EXCLUSIVE when itis not, nor 


OH WOE IS ME 


Dear Lloyd, 

Am I the unluckiest Spectrum, 
ovvner in the world? 

anyone else have all these 
things wrong with their 
computer? 

(1) y keyboard 15 falling apart. 

When Ltry typing a full stop, 7 
times outof 10 |getanm. 8 
times out of 10 an n instead ofa 
comma, and an incredible 9 
times out of 10 a b instead of an 
asterisk. Oh for a Spectrum Plus. 
(2) My printer refuses to work 
and covers my desk in bumt 
carbon. 

(3) My Slomo crashes the games 

itis most useful for. 

(4) My lightpen is incapable of 

drawing a straight line (or 

curved line for that matter). 

(5) My new joystick requires at 

least tia of force to make it 
spond. 

(6) | have had a new TV sereen. 

Now my lightpen doesn't work 

at all, and as for Lenslok —— 

171 My tape recorder insists on 
changing speed towards theend 
of loading a long program. 

(8) Three of my tapes have just 
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are they likely to aim many, to 
pe t-readers' wil ] 
é tri jugh o [5 
ane see clearly thatitis not, Vim y 
then, does E RASH try Smear 


adia EAD der Na at Mr 
Kidd has to say aboul 
tistrue, that CRASH is resorting 
to smear tactics to gain readers, 
Alistair Blakey, Durbanville, 
Cape Town, 5 Africa 


Fhis all seems to be cominga 


a men Te 


We have hero 
aaa Ten Deo 


%  SBV Y ab FL LE th e pra RPPS 
ducto rqhntto be Fnis! af 
property betore it is rated 
Seerms Ghvious to me, 


LM 





mysteriously disappeared. 
(9) Half of my games have kindly 
been wiped off their tapes for 
me by someone who shall 
remain anonymous. 
Uo) My Currah Speech has a 

al defect. 

you see Lloyd, help is 

eta htly required. Please send 
the aspirins, pain-killers, 
headache tablets and, if 
possible, twenty pounds of any 


software that works properly to: | 


J Morgan, Oswestry, 
Shropshire 

PS Do you have a phone, and if 
so, why aren't you in the 
directory. 


So you think you're special, 
huh? Fhe above is a description 
of a perfectly normal day at 
CRASH Towers. And no, Cm not 
on the phone — hatelulthings. | 
detest the idea of a contraption 
that allows anyone to intrude 
when Em at home. fm 
ici urgentiy in the office 
the y iron tight a fire on the roof 

can sbe the smoke signais 
from my hiliside cottage among 
the trees. Those Redskins 
Aiii tfoo!s y know. 


was a br sick. 
Mark Oldham, 


finge, althoug 
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CAMEVSPBEES CAR laço ” 
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A favourite Bug Box figure i is poor ol Rob the Candyman. JASON 
WILLBEQUAN from ici Lencestershire thinks the POKEs have 


gone far enough. 


DISGUSTING 
COVERS! 


Dear Llóyd, 


Oh dearie me that picture of 


“Mikre was disgusting, | mean! 
“could see halfofthis b 
and the sexual pvertones were. 


di 
su e Idon “Lsge why 
people are erra ps do about 


re arm 


o ber issue, after all 
lood Sida guts are common 
place-on the television, “on the 


news atsix o' clock vou could 
see tarworse. Peoplewho go on 
about the violence and sexual 
úvertones úNn YOUr COVEIS 


shouldn'tbe living in the 
eighties but in the victorian age, 
À er all, the sanie argument 
about Tom and per and 
cartoons in general, has been 
that they aretoo violent. Pretend 


violence mind you. 


Hpeople don't. lia what they 
see then don't buy it, | but |have 
to agree that December E cover 





Ed e quis A 
15 on thematter as 

Des D pet Pl 

Fi) nd Andy 


they're develo pin 


converting to the É Ene — 
traitors. 
LM 


| you talkin 






MILDRED THE 
CLEANING LADY 


Dear Lloyd, 


| You probably know me, I'm | 
| Mildred, your cleaning lady. The 


other year | was dusting the 


| mantlepisce above the fire- 


id «minding my own 

usiness as tsual when | heard 
to yourself about 
our job. You said something 
ike, “This is the life—' (festupon 


|" thedesk)'— Why don'tlcreatea 


“ori todo another of my jobs. 
hen would get my salary. Yes! 
That would be like robbin 
candy from a baby. Why don'tl 
call him Robin Candy!" And with 
that you rushed out of the room. 
Your secrets are out. lfyou don't 
let me know, then | shall assume 
that you admit it, and 1 
broadcast it all across the world 
and that would be the end of 
your jobs! 


| ours cunningl 
ra Wilding, Fhomidon, 


Four fired, Mildred. Ni get 
ad ciganer. 


Okay, that's enough. I've got to snow plough off up the hill and get 
the broom out (now Mildred's been fired). Must remember to buy 
some steak, Robin's coming for tea and he likes his blood fresh (no 


cooked hearts for RC). | leave you from a snow-covered, gore and 
blood-streaked Ludlow, reeking with covers of dubious taste — see 
vou next month, 
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Ht's Questionnaire time again folks! The 
annual CRASH event in which we ask you 
for your opinions on the magazine has 
come round again. The answers you gave 
us to the questions we asked in earlier 
CRASHTIONNAIRES proved enormousty 
useful in keeping SH the way you like 
it — if lots of people hadn told us that 
program listings were OUT, who knows .. 
. they might be cluttering up our pages 
even nove! 

This vear, apart from the usual mix of 
questions about SH, we've asked 
YOU a few more questions. you dont 
* mind answering them, then your respon- 
ses would be very dl “sr to us in getting 
to know you better. But if you'd rather 
keep a few secrets, we won't be offended! 

»lt's vital that as many readers as poss- 
ible return CRASHTIONNAIRE forms — if 
vou don'twant to lop the page out of your 
copy ofthe magazine, a photocopy will do 
fine, and written answers will be okay too, 
so long às you copy out the format of the 
questions t00. 

As usual, we're going to put all the com- 
pleted forms in a giant cardboard box and 
this vear we will draw out ten winners. 
First Prize winner will collect £60 of soft- 
ware of his or her choice, a jog suit, a 
CRASH Sweatshirt, a CRASH hat and a 























twelve month subscription to the mag- 
azine. À good £100 worth of goodies! Four 
runners up will collect a twelve month 
subscription, £12 worth of software and a 
CRASH T Shirt and hat. Five more 
CRASHTIONNAIRE-replying persons will 
collect their very own T Shirt. 

You've got about a month to put your 
thinking cap on (it could soon be replaced 

a SH Cap!): sharpen your biro and 

fill in your answers. Send the form to 
CRAS QUESTIONS, PO BOX 10, 
LUDLOW, SHROPSHIRE, 5Y8 1DB to arr- 
ive by 27th March at the very, very latest. 
We'll publish the results in the June issue, 
with luck and a following wind. 

Thank you! 


a nan Sala E RC 
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SECTION ONE: ABOUT CRASH 





1) Since May last year, how many of the 
last ten issues have you bought? 


LESS THAN 3 
es 
39-10 


CIC 


2) On average, how many other people 
read your copy of CRASH? EE 


3) H you get CRASH regularly, 
how do you buy it? 
(Tick one Box) 


By subscription 
Reserved or delivered by newsagent 
Over the counter 


minima 


4) In order of preference, which other 
computer titles you you buy? 


Sinclair User 

Your Sinclair 

Popular Computing World 
ZX Computing 

Computer and Video Games 
Computer Gamer 

Popular Computing Weekly 
Other (please specify below) 


0000000 


ses ravoceçrose qa ad do arm io ei A 


5) Do you intend buying another com- 
puter in the next six months? 
(Wor N) L 


6) Please give marks out of ten for each of 
the following features in CRASH 


| Adventure trail DIC] 


Advertisements ER 
Arcade game reviews CLS 
Bug Box LIC 
Competitions LIL] 
CRASH Forum EC 
Editorial pagels) LIL] 
Frontline LIC) 
General articles E] 
Hall of Slime EE] 
Hardware articles LIC 
Hotline charts DO 
Lunar Jetman IC] 
Merely Mangram LI] 
News Input [IL] 
Playing Tips Em 
Programmer/Company profiles BE 
Previews Do 
Signpost LIC] 
Tech Niche DIE 
Tech Tips DO 


7) List any other features you'd like to see 
in CRASH: 


ERC RUE SS RI O a 


8) Is the current rating system 
Good 

Average 

Bad 

(Tick one) 


Io 


9) How often do you agree with the 
ratings? 


Quite often 
Occasionally 
Never 

(Tick one) 


DOE 


10) When you buy games, do you decide 
what to buy after reading the review in 
CRASH 


Every time 
Now and then 
Never 


000 


11) The CRASH reviews. 

Please tick the boxes if you think things 
are okay as they are, or write an M for 
more, L for less if you'd like changes 


Detail 

No of screen shots 

Amount of reviewers opinion 
Length 


DOLL 


42) lit was up to you, how would you 
improve the rating system? 


RR om nn E E nc DOE Çã EF ER Rin mom mom mim 


a as a E ES E E E um a mm E A 






SEC TION TWO: 
ABOUT YOU 





A) Are you 

Male L] 
Female 1 
B) How old are you? DO 


C) Are you following, or have you 
foliowed any of these courses of study? 


CSE 

GCE O Level 

GCE A Level 

GCSE 

Degree/Technical Certificate 
School leaving certificate 


DODDOL 


Over £10 






D) How much pocket money do you spend 
a week? 


Up to £1 
E1-£2 
E2-E5 
ES-ETO 


ODODDO 


(Tick one) 


E) Other than home computing, what 
hobbies /interests you you have? 


Model making o 
Pop music DO 
Play by mail games L] 
Playing sports L] 


eretas ada EER 


F) Apart from CRASH, what else do you 
read? Please list titles: 


MAGAZINES 


MAMMA em EMO RE RE 


PROMETER EE 


CRC ERES EO 


PCC AA EEE DS 


dora er E mm mi mi 


siso said hd E ER ENmm 


G| How often do you listen to commercial 


All the time mm 
Regularly L] 
Sometimes L) 
Never E) 


Please list the stations you listen to: 


pousar es RE e a DRE OE 


Hj Which of the following do you drink 
regularhy? 


Coca Cola 
Pepsi Cola 
7 Up 


Ii) Do you holiday abroad? 


Rarely 

Once a year 
Twice a year 
More often 


DOoDoO 








W/INNERS 





COO! — aren't you 


just a clever bunch 
of competition 
entrants... 

Look at this lot 


At last! We can let you have the results from the 
Christmas Special Competitions and the December 
Issue. Yes, this Minion is well aware that a couple are 
still missing — like the Alligata Match Fishing results. 
We know who the winners are, and by the time you 
read this, you'll know if you're a winner, 'cos the prize 
will have arrived. Except for N PALMER of Old Kemp- 


shott Lane, Basingstoke who will soon be going on a 
one week's adventure holiday between now and the 
end of May. The Fishing Kit on offer as Second Prize 
was won by GAVIN WILDING, Fen Lodge, The Street, 


Thorndon. 


There's no room to say anything else — we're so 


short of space.... 


CRASH HACKER 
COMP 
December Issue 


Hack, Hack, Hacketty Hack you 
all went, and differences were 
tg throughout the land. 
| The shontlist (Hilty names ain't 

short — ED) of winners who 
each collect a copy of Activis- 
ion's game, Hacker is as follows: 








Stuár! Harris Whitelands Ave WO3 5RD; 
| Sean Taylor Caterina Way WAIZ BAG; 
Steven Moore Green te BNF; Simon 
Scott Silver Spri “BHO EBU: Alan Smith 
Chesnut Grove KT73 3JJ; Seven Bowran 
Merton Ave 505 1EJ; Andrew Goodwin 
Eapiçóis GUE BSL; Sergio Bonito 
Meibourne rt SEZ0 BAS:; D Simpson 
| Rowan 5P3 4HB; Eryl Jones Argraig LL4S 
BLA: Mark Meaney Herard Waas Rd EIRE: 
Michael Chandior Cairn “O' Mount PAZ? 
3E0: Peter Wallage The Thatchings ENZ6 
SOT:; Alan Thomas Woodgate Rd GLI4 
700: JF Masters Welbeck Rd M30 5EH; 
Adam Bailey Maliard Close GRID OBE; 
Jamis Saver Beaumont Way PESO 4UB; NJ 
Mohr Westminster Rd Mã30 SEB,; Mark 
Collins Chiton St ST5 OJL; Ross Lilhbovhite 
Knox Rd POZ BJL. Bill Kersel Caldarvinm 
Ave MLS 4TL; Peter Robinson Shottendene 
Rd CTS 4NA; N Tulstt Hollywood Lane ME7 
2AR; lam Haves Eoveen Sharavogue 
IRELAND: Mrs C Middleton MeresBrook 
Park Rd 58 9FN; Paul O MeMullen Kelsey 
| Gardens DN4 708; Mike Clarke Cariyie 
Close ME 16 BPZ; Jon Sandel Selhy Dak Rd 
SE BD; Alexander Bates Verdi Close AG22 
aJE; Adrian Conn Sandringham Rd ON 
5JD: Geraint Jones South Manor Way L25 
NA; Adrian Mitchell Greenhill Gardens 
512 2PD; Paul Taylor Tennyson Ave SKT6 
SOR: Milan Petrovich Dell Rd Bão ZHZ, 
Gareth Jones Gotham Rd L63 SNO; Jahn 
Millar Mayfield Rd SK? 1JU; Mrs 5 Churton 
| Menihy St CF2 4JL; Jason Merritt Allenhy 
Deve RMI1 354; Justin O'Brien East: 
bourme Rd E SUSSEX: Tim Dickson Penarth 
Court SM? 5LA: J Bennett Killingworth Rd 
NE1Z 0BR; JM Sorensen The Ridge Way 
- NES 4.N: Rick Bechot CL U Kigtenstrt 
HOLLAND: tan Muir Crofihead Drive NE23 
ELG: JH Bavan Westerdala NE2S SUB; Mr 
MW Smith Rimswall Rd TS19 7LJ: David 
Penido Crimicar Ave 510 40; Jennifer 
Muir Crofthead Drive NEZ3 6L6; Alan 
Walton Peel Close BBZ 3NG; MRE Greener 
| Featherstone DH3 ANB 


winner of the Ferguson colour 








SWEEVO's WORLD 
WINNERS 
November Issue 


At long last, we reveal the 


monitor offered Gargoyle 
Games way back in the Novem- 
ber issue. Trouble was, the 
comp didn't appear on the Con- 
tents page for that ish, so this 
Minion kept missing it. You lot, 
of course, didn't. Especially not 
Richard Creak of Keswick 
Gardens HUE STE who won! The 
rest of you pick up a copy of the 
game... 


RUNNERS UP 


tan Humt Old Lodge Lana CRZ SAN, Huw 
Lloyd TyGeyn Road CFZ SE; Christopher 
dra Ab Baidock Road SGE 34X: Jeroen 
Nijs Rode Krulstaah 5 Holland; Paul English 
Medwall Green 502 GJP; David Jenkins 
Deerbrook NP44 45X: M Gate Panorama 
Road BHIS 2OT; Patrick Boyvla Kintyre 
Avenue Rentrewshire; W Stevens St 
Barnabas: Road CRá 2DW: lan Muir Croft- 
head Drive NE23 6LG: Richard Tudor 
Cloment Road SK& AG; Mr Hapeful 
Shelton Fields 573 BPA; Mr & Yamada 


Hilligrest Road AM11 1EF; R Payne Lauder- | 


dale Avenue FY5 adP Matt Totham 
Partridge Drvo Essex: Mr N Enowies 
Winstree F EF CMO BET: Mr D € Lloyd 
Charmyood Way CV327BU; Steven Smith 
Dene Close ST19 BHL; L Parker Totteridgs 
Hogrd HPI3 7LE; Tim Fisher Kings Road 


GU13-9DR: Gary Emilia Platt Avenue OLB 


8RT: Brian Poole Greanharm Way BLGSTA; 
à duckland Boulby Drive T513:41N; 


Ancirew Thako Boyd Close CMZ3 SEG: | 


Robert Mistiatos Street DH1 SEP: 
Marin Aldridos Greenfern Avenue SLI 
640; Neil. Midedigton London Road CT 
ODA; À P Goode Coleraine Road Bãz 1LW, 
Alex Caulderon The Avenue BRa 2ES: Keith 
Burnham Sandhurst Avenue BI6 8EJ 





MELBOURNE 
HOUSE CHRISSY 
CAMEL CAPTION 
COMP 


Mr B Bird of Clarendon Place, 


LS2 now wins the complete 


works from Melbourne House | 
for his witty caption of thiny on 
the camel, Other people collect 
copies of Fighting 

they are known as the 


arrior and 


RUNNERS UP 


Roger Judd, Croxdals, NEMO ORR: Nigel 
Rivers, Roche Close, SN3 610; Deborah 
Hodgson, Redworh Road, DIA add; 
Howard Rickards, Winstaniey Road, WNS 
7XD: Martin Chiles, Shelton Close, W510 
OTZ; Bill Kersel, Caldervarw Avenue, MLS 


| 4TL; M Einon, Hunters Park, SAJO STP; 


Greg Saunders, Ranelagh Acad, IP2 0AF; 
Adam Gul, Bambury Road, M24 10B; Scoft 
Ashmore, Elford Crescent, PL7 4BL, Steven 
Brambiay, Templa Dre, NG16 1BE; Rich- 
ard Falton, Pershore Road, DY11 6DJ; Karl 
Rowe, Mariborcugh Road, DY3 1BR, ne 
maond Francis, Mo rér Giors, AME SEJ; 
Master À Rowan, Thirimere Drive, MAZ4 
IWT; Richard Gatehouse, Boxholme Ter- 
ráce, Leeds 7, lan Wood, Ripa L51 
7BU; Erick Caan, Gatton Close, RAHZ OHG; 
Michael Reid, South Street, POS 4DP; Jon 
King, Porthmunster Terrace, TR26 280; 
Michael Healey, Caledon Road, NGS ING; 
Ste Mhalen, Fylde Avenue, PR5 3RP; £ 
Emblem, Laflands Láne, WWVF4 ZAE; Alan 
Thomas, ate Road, GLIU P00; 
Leon Jollans. danecouvet Road, BHi4 
OPO: Dominic Jones, Askham Lodge, YOZ 
908: PJ O Meara, Newtownaday, Ireland; 
Chris Lewis, Qakhill: Rosa, KT21 246; 
Righard MeConnell, Eyra Street, CF2 2JT; 
Yiv Man Cheung, Church Street, LS26 BRO: 
Lestey Cuttina, Cambrh Road, MEB 
OJH; Sephen Wallace, Redwood Close, 


| CMB 2PL; NJ Wesre, Rollaston Rogd, LET 


SED: Joe Hile, Maidenstons Hill, SETSBSA; 
John Fisher, Central Drive, WATM BDE; A 
Barton, Royden Road, MINS 7LP; Chris 
Fulton, Station Avenue, EN91 LES: d D 
es ett, The Drive, ENG ZAP; Phillp 
Middiewood, Bury Hill, 5619 285; Neil 
Cane, Wokingham Road, RGE ZEL; Brian 


| Tracy, Boundary Farm, L26 1TY; Paul 


Rundie, Merewood Avenue, DX3 BEG:; 
Michaa! Gaunt, Vicarage Drive, STS SDL; 
Daniel Jeyes, Abington Park Crescent, NN3 
SAD: PN Barlow, Berlan Avenue, LLIB 
2UG; Mr 5 Flaahy, Feathaorstone Close, 
NG4 dJA; Stephen Clapham, The Haven, 
DL 20N; Andrew Manhews, Capmertin 
Road, CVE 3PW; Thomas Lennon, King 
standing Road, B44 BLB; Daniel Watkina, 
Mendow Rise, DW'12 175 


MELBOURNE 
HOUSE's BIG DADDY 
CHRISSY COMP 


Steven Cook of Ornsay Street, 
(22 7HP is the other winner of 
Melbourne House's complete 
works for the Spectrum. He was 
witty about the Big Daddy 
photo, in case you were wonder- 
ing. A whole stack more fellows 
and fellowesses collect copies of 
Rock and Wrestie, the fighting 
game from Melbourne House, 
which should be ready to send 
very soon. Be patient, you lot! 


RUNNERS UP 


Mr 1 Hart, Lower End, MK18 2DB; David 
Crozier, Cowley Crescent, DHS 90%; Mark 
Rosa, Newberres áverve, WD7 7EJ: 
Robert Lines, The Last Housa, POTZ 20W!: 
David Gorton, Revidgs Road, BB1 BDJ; 
Alasdair Kelly, Main Street, KY3 OVO; 
Justin Gentle, The Avenue, POIZ 247; Paul 
MeLeish, Taunton Ávenus., WWNT EPT; KL 
Bennett, Caklands, SN6 GEB: 3 Murray, 


| agiant Zoidzilla and à 


| people who collect a Zoids 
| poster. What a stack of excellent 








| Streel, 
Windermara Road, CWT 267: GE B 


| 7HL; Martin Scanian, Albecg. TAS 7JT; 





Taunton Avenue, NN3 3LY; Martin Daina, 
Edward Street, DNS GPS; d Clarke, Grace 
Way, 561 5AÃA; Adam Wray, Wattsfield 
Avenue, LAS 54): Simon Proudman, West 
Town Lane, B54 BDK; R Noriolk, Grays 
Closa, ST7 3LU; Marc James, Main Street, 
LEIZ SPE; Philip Gilibrand, 5t Austell 
Avenue, M23 7FY; R Prior. Trinity Road, 
GUZ1 25%; Talmanidis Thesfilas, o | 
Georglou 21, Greece; Michael Beer, Voss 

Park Close. CF& 9YF; P penar: Martin 

Grove, SM4 5AJ; Chris ad, PO3S DT; d 
Singh, Manor Road, TFI 4PN; 4 5 Russell, 
Thorney Close, POIA 3AF; 5 J Zsibrita, 
Bosood Road, ENS 7LH; Leon Orr, Fin- 
william Avenua, BTT 2H4; Mr R Klobucki, 
Lock Crescent, OMS 1HE 


MARTECH's ZOIDS 
XMAS COMP 


Shezad Hussain from St Peters 
Road, Berkshire is the lucky fel- | 
low who collects a Sep ofZoids, 

ittle Zoid, 
courtey of Tomy, and a poster. 
Next in line, are twenty people 
who gain their own copy of the 
game. They came: 


SECOND 


e at A Graham, Green Lane, Cumbria; 
Craig Wright. Mount Conages, TF4S 3LL; 
Jason qains, Moorhens, GU34 JET; 
Allan Estchetor, Thackeray Avenue, N77 
20: Jobn Adams, Clapham Road, L42 TO: 
A Gariand, Heath Hurst Road, NW3 2RU; Jd 
à Hu Beach Farm Drive, SK10 2ER; | 
dohn Hill, Crediton Close, NN9 344; Russell 
Thomas, Hazel Drive, LEI? 4TX; d Birbeck, 
King Edwards Road, WRI4 444: Matthew 
Ayres, North Street, CMO PDF; Master G 
Taylor, California Road, 8515 6PP; Linda 
Ringsford, Cavendish Dre, NN3 3H; Nick 
Annies, Sallowbush Rosd, PEIB J7AF: 
Jonathon Amor, Coombe Court, RG TI4AR; 
R Ellis, Ashwvorih Park, VAIS 9DE; Paul 
rica, Bromley Close, DHT ZTZ; Philip 
Botley, Stanstead Avents, WAS 2HU, Neil 
Cote. Cormwaliis Drive, CMS 5YE: Christian 
Stone, Trendiawood Park, BS18 ITE 





Last, but not least, are the 


designs we had from you all, 
Well done, folks! 


RUNNERS UP 


Paul Osbourne, Erith Road, DA? BHT; Jack 
Barber, Nottingham Road, NG 10 282, Chris 
Smith, Rhus, 3ET: Manhew Furnias, 
Moorayõods Avenue, Sal dA: Neil Smith, 
Sandytorth Avenue, PrS 485; Neil Martin, 
E el ednti BAS SJR; Jason Fong, Lukut, 
SPF 



























aysia; Jason Drane, Balder Rise, SEI2Z 

: E Johnson, Hoyles Lane, PR4 ONE; 
Alex Gick, Kavanaghs Road, CMI4 ANE; 
Peter Eveloigh, Liwyn Castan, CF2 TDA; 
Neil Clarkson, Domding Way, 5N12-650; 
Timothy Dunley, Roderick Avenue, BN9 
885; Russell am. Dunkirk Road, PR8 
407: Brian Morrison, Carlavarock Drive, 
EHa3 ZEE; DR Wad, Tottah 
Southampton; Shukal M Al, Roberts 
30 QFX; Kerry Jefiertes, Wilton 
Park Road, POZ? 78; Rober Edwardson, 
Ago, 


Osborne Road, 503 66): Ra, 
Hawthorn. Road, 667 3LX; es Homa, 
Burley Place, Wales, £ d Wright, Tybum 
Road, LE3 5HJ; Phhtp Banner, The Forge, 
NG11 ENE; Tim Morton, Dvyke Vale Road, 
512 460: Neil Lansdell, Earlham Rosa, NAS | 


James Fordy, Hen Parc Avenue, SAZ THA; 


Craig Wright, Mount Co ; + TRA 3LL; 
Jason Coggins, Moorhens, GU34 JET 
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David Green of Greenhill Road, 
58 OBA is the person who will 
now be able to enjoy playing 
games on his Spectrum even 
more. He wins a colour telly for 
his Stone Age computer design. 

jes of the game, Fabba 

Dabba Doo from Quicksilva are 
e» now winging their way to 

e 


RUNNERS UP 


David e Sixty ácres Road, HPI6 
OPE:; A Norfolk, Grays Close, ST7 3LU; 
Jahn ipa Willi Road, GLIO 205; 
Khalid Jamil, Gladstone Park Gardens, 


BALLBLAZER 
CHRISTMAS COMP 


Activision will be sending out 
three VTX5000 modems very 
soon. First, second and third in 
the queue will be: Colin Mavyof 
Runswick Drive, NG8 1JB; Janet 
ea Parkgate, WA16 BHE and 

DM frôm Moyola Park, 
BT36 SER. Twenty five more 
entrants won themselves a copy 
of the game itself, Balibaizer. 


RUNINERS UP 


| John Corr, Viola Avenus, TAW14 DEN; à 
Holme, St Clare's Closs, DES; Michel 
Main, Pelegarih, NEG7 EP; Donald Find- 
lay, Meangionhouse Road, ES 1TZ; Rober 
Hughes, vadia Avenus, CV5 BD: David 
Ma Re AE 




































































































































































eston Road, PRO 7AQ: LP 
Marshall Road, id RM Mr R 
mersmith Ga LUS 
BRO: À E db Bishops Walk, NAS] 
aBo: Tim Hardman, Walter Street, Wi] 
3TE; Julian Mawson, Silverdale Grange, 
LS20 SPA: Kevin Fisher, LeaGate, GLI2 
SBD: David Marshall, Beschfi eld Road, SK9 
taT:; Dr PC E Page, Beryl Road, Lag 9AS: 
Mr P Haminónd: aath Road, 1P7Z9DU: hr 
5 D Leason, Hesthfield Road, STiá TON: 
Kevin Devine , Thornhill, YO 3%: MeRW 
n, Heathfieid Rosd, 5 sTI4 Edo Mr R 

Bird, Cistaridan Place, LS2: David O 
Pee Ma E ne 
FEWO ha 
Hi, NG%3 ASP: Atum 6 na Ongs 
Avenue, NE2Z6 ady Richard Sparks; Water- 
loo Paddock, LNS DOMW:; Julian Smith, 

Copparkins, HPE GRW 
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“ French, Ba 
Oman 





PRIZES M- 


AhA2 ELA; Nick Mogdis, Church Road, SE19 
2EZ; À M Allum, Brook House, Heris: Mr L 
Gunn, Chestnut Road, 831 OBN; Paul Hib- 


Hansi Koppea, Avenue Road, ÁLI 3PY: Harry 
Ta, Douglas Place, Seotiand, KY6 BA; d 


Shaw, no 

Powell, Boleyn Chose, HP2 ZLW: DB 
Frame, Glen Hpies 674 246: Mark Dray- 
tom, Chinnor Road, OMS 3LS:- Richard Ives, 
Joan Ward Sirest, CV3 SPFW: Richard 
Cooper, Mount Pleasant, DY6 9SL: Tam 
ton Way, POZO BSD: Mex Muir, 
ese A Fo e 

hn 

Hall, 16 4ER; 5 M Barrón, iii 
Avenue, E17; Paul Fallon, Denholma 
Lares: Richard Brook, The Wynd, Scotland 


BC's QUEST FOR 
TIRES COMP 
December Issue 


A super dooper Midi HiFi: 
is on its way to Stephen 
and he lives at Hahnemwn Rd, 
L4 3SA. Two people each win a 
Second Prize, to wit, the E 
plete works of Software bo e 
on the Spectrum. They like 
called J Keates who fhres at 
atonar Close, CTi3 9LH and 
Miss C Butcher of Industrial 
Cottages, LN1 1DZ. Then there 
were the copies of BC's Quest 
for Tires that are soon to be sent 
ofí'to the 


RUNNERS UP 


Richard Astwrood, Chapel Lane, NG 15 9DA; 
& Swinburn, Morningsicde Rd, L17 1AU; 
Julian Mawson, Silverdale Grange, L520 

chard Lambert, Pature Si Farm, 


0PS;: Ei rke, Lodysmith St, 1426 

nã Ms ; agem, Hasta Ra, Vo | 
3 Er | 

BERG: Andrew Welsh, an, Seing 


Emir 
Be Wheatiands dá 
à, Bartioy, Grattan St, 561 


qrEEE/ 
- VE 
RR 


Warren, 'Mewslade', NP6 5BS: Malcolm 
Dove, Cotton Gardens, ns, NES ENG; G Amkin- 
som, The Cottage, EX20 
ford, The e SNG 7NN; Sean Ste- 

NEGE aTJ: Michasl 


Edo 
Godirey, Gore & rescent, SK7 SPS: BL 
on Rd, STIGZMG: Barry Hilton, 


a Wialk, E SUSSEX: Khalid ,. Glad- 
stone Park rdens, ND LA; Simon 
Adams, ed Ep A 


er, Featherstone, DH3 Wai 
ster, Almond Rd, NR31 BEJ; DWy May, 
Rivarviaw Grove, W4 30P: Pater Luckham, 
Derby Rd, M14 GUX 





HEWSON COMP 
WINNERS 


What a lucky lot you all are! 
Playing Programmer's Photofit 
landed all you lot with copies of 
Dragontore, Legend of Avalon, 
Technician Ted, Southem Belle. 
and of course Astroclone. EA 
thank you to the nice Mi 
Hewson! 


Er cd Albrowe, Woods Coke West, NR32 
DE Michael bio Hinos Roca Rua 
Hedon 
BND; Andrew Barnard, Ly 
eb isa id 


hide Avenue, 
CA Sespren Reali Lafilaneis Lane, WF4 
e Gavin Flioúd, Lower Sheepham Farm, 


L21 0LX; Stuar Green, Huntington Road, 
YO3 FRE; John Gregory, The Lawiey, BEI 
1JB; Michael Hackett, Lubbersthorpe 
E ie PHammond, Heath Road, iPj9 

Bm, Warwick Close, KV16 
O: Sake à NY 
aQE; Nie jenni eiv, lvanhos O 
rig resçant, 
MLZ 702; 
GL 7BU: Crgir 
Avenue, META 
Floors Road, GIENPX- Jamie Paterson, The 
Maiting, PET? 162: Mark nb 
Bressey Grove, E1B 2HX:; Alex Ri 
prato Close, CO13 OFF; Jon apo Lion 
POZ1 aJz: Mark Shaw, Me 
L36 4NS; MStarks, Clihon Road, 
Kevin Terment, Broom Hill, PLIZ 4Dz: 
ad po o pa, HDS 1XL; Daniel 
Rise, DY12 195: Glen 
Wihita, Tre A nda OxIO ALL: David 
Wright, Churchfieda, WWN6 BBE 


US GOLD 
CHRISTMAS 
COMPETITION 


Two pts people will soon 
have a ZX Expansion Pack each, 
for coming top in this compet- 
ition. Their names are, waitforit, 
wait for it: Rashid Razak of St 
Joan Close, RH11 75W and 
Gareth Ford, The Oaks, DE7 6DJ 


RUNNERS UP 


And yet a stack more entrants 
came out of the giant cardboard 
box and, as a result, should soon 
have their very own freebie copy 
of impossible Mission 


Colin Jennings, Glendower Street, CF4s 
356; ines, The Last House, PO12 
20W'; Wayne Birch, Wma Cottage, LN? 
BNP; ori log Page, Commadore 
NR32 3N - Steven Vincent, Marlborgugh 
Close, Ai FE: Stephen Cummins, Fars 
Hamist, COS ENF: Alum Bevan, Leyland 
Lane, PRS 380 


« Avisham 

Road, NA3 2H: Carl Gilbride, White 
Knowie Road, seiz Et Bj6; David Morley, 
ad bro, My Turner, 
BãO 3H Stephen Steele, 

ar gui DHZ Ee ed Lorrias, 
Printon Avenus, MS JUW: E Crowhurst, 
Cullingworth Aven HG Faca ai lan goi 


Old L Lané, MAN; 
Drakeshi Close, Dra ILE; Mr M Hibbert, 


2LG; Agrain Tel- | 


John Camp, 


field Road, HUS | 


Michael ad Machen Road, | 
ala | 

uigrew, | 
ep | a nice Micro Musical people 








Somerset Drive, S43 10H: David J 
Sneddon, Coleshill Street, B77 15H: em 
Almond, Bounces Road, NO 


BJR; 
Papei nentaça Mniaa STE Pniçd 
Mi duda Timothy 


R Smith, Pavilion Road, CTIS SAL: Mark 
Thames, Wheatridl «PLI 407: 4 Clarke, | 
Graco Way 861 “lan Waiford, Bilson, 
GLiá AS: “John Hi, “Crediton Close, pia 
rescont, TN9 ISA: 

arena Hill, SETA 3HY: 

Vincent Teo, | Road, SG 14 INF: Luke 
Nation, Westywardl Ro Veg ESTA gDA- Jamie 


Jenkins, Hillviewe nie EH1Z 800: 
Hougham, dba Bi & South a 


Hamish 

EMHX: Andrew armar, dida Pest 
PO 7BJ: Kevin Hofiman, Cedar Avenue, 
Mortolk: Leg Harrison, Dovehouse Lane, 
Ba1 2EV; David Bates, Willow Road, EM 
TUE: A Chapman, as Road, BA 9ST: 
Pr É Lioyd Crookham Road, 502 9NG; DA 
Williams, Sregson Ros Rosa, L35 gem Steven 
Rundia, St Lawrence Way : 
Matthew Pinner, Matthew dora Way, 
PEZ1 BEN; Neil CcDowaill, Ashfiald House, 
SP2 TEG; Dominic Williams, Heathhetd 
Road, Era dr, Mr k eia Moro Maun 
Aveniis, NG? SAW: Crash Reader, Cole- 
bank ay AA th Marshall, Spur 
Roso, BR& OOL: Graham Roberts, Sutton 
Avenue, LESOTO 





MICRO MUSICAL 
MIDI COMP 


of Dommeville 
Close, N20 OLE wins the Casio 
Synthesiser and a MIDI interface 
for his 5 rum, while Chris 
Wood of Chatsworth ao 
MEIO 1TW and lan Couldrey of 
mê ret Road, CO11 1RZ coll- 
IDi interfaces courtesy of 


in Coventry 


OCEAN CHRISTMAS 
COMPETITION 


David May of Riverview Grove, 
Wá4 30P; BJ Peck, Cheviot Road, 
Wv2 2HD: Chris O" Sullivan, 
Arnal Crescent, SW18 SPX; Neil 
MicKeown, Whyterose Terrace, 
KYB 34R and David Alexander, 
da ush Lane, TW12 20Y are 

Ive lucky persons who coll- 
bina a goodie bag from Ocean, 
full of surprises. 


RUNNERS UP 


Twenty five more entrants coll- 
ect and Ocean game to complete 
their collection. VVhat a clever lot 
of game spotters you all are! 





Martin Bell, Shore Road, BT2Z 2RP; d 
Ss gaba Cro, ENO Je: No) 
Es, rw ip 
Fisck, Beach Grove, CTI2 Owen 
gt Mitchell Avenua, NES 3 LÁ: Cotin 
be cipa Sireet, CF4B 356; 
Seo] urmey, Birdwood Road, CB13SU; 
GD ota ir Close, Eua 
u mes, Dragon E 

SER D Markile, Marshall Road, E pa Ea 

John Camp, Domvilie Close, N20 OLE 
Simon Mantell, Harefiald Road, UBB PP! 
en Mounsiy, Ashhald, CAS 4PS; 


David es, Garden Close, PEI? EXE: 
Keith Curtas, Sandhurst Avenue, B36 
: Graham 


ei, Era, VS 
CFE 2NYr; Karl. Alidiea, Procter 
SJ0; Martin Scanian, dlbeco. TRá 
Grant Coulton, Rochiord Road, 'CMZS SEX 
Colm Buteux, Trenchard Drive, SK? Sr; 


ds 


Adrian la, Fool Road, 8516 1XN: 
Andrew Males, Lammes  GG2 9RN; É 
E Hall, Lindals Mount, WE? 


OBH; 
Walk, CWy5 7DE; Robi Ego 
pie ide ORE BFW li 





— 


Aa 


EA 





sa = 





TAU CETI COMP 
December Issue 


A super dooper “Ghettoblaster” 
and à couple of blank tapes 15 on 
its way to the winner, who is € 
sell from  Waterbench 
Drive, 803 25D. Twenty more 
o collect a copy of the 
game, 'cos they are 


RUNNERS UP 


lan King, Foxyard Rd, Dr 88H; Wilson 
sb id Fell End Farm, Lã 7EW: John 
O'Connor, Hiliside, SK15 2N4W; DA May, 
Riverside potagf Wa 30P:; Paul Fletcher, 
Lomenva, IP25 PAM; Jason Guth, Ciggueel! 
Lane, 1510 3NT; Simon Jones, Gra Hill 
Rd, B38 ARE; Job Tatlock, Brynn St ATO 
1JB; | Mor, Holt Rd, NR25 7AS; Marcus 
Cooper, Stourbridge Road, BE1 DAN; Pato 

Rue des Peltes Fauilla, FRANCE: 


Hai Else, Penzance Hd, DEZ ONH; Dagon 
| Jones, Rokesl 
Sharp, Hall Av, 
Dalketh, B90 3PP 


Ave, NE BNA; Richard 
E4 9HX: David Thomas, 
: 6 Innes, Eorihill Bd, KA? 
30T: MJ Beck; Genefax Housa, 510 3FJ; À 
Wiilles, Swiss Av, CMT ZAF; Ken À Imer, 
Mil Lane, OX3 OPY,; Craig Tavior, alder 
Drive; MET 35Y 





DOMARK Friday 13th 
COMPETITION 


lan MeAulifie from West 
Common Grove, ALS 2LL will 
soon be enjoying a trip out, 
courte ade Sartorial Super. 
stars O 


Falando) À few more | 





RUNNERS UP 


Carl Hur 
SAL, Karl Rome, Marlborough Roed, DY3 
1 pepar ymarks, 5515 SPA; Paul 
Smith, R ushaits RH2 780; Mr 
Hu has, Castla Motat, EH41 ALA; Marcus 
; Methuan Park, NO 245; Jonathon 

s Thertowe Road, Ai 
leman, Manilla Road. B29 7PZ: hr d 
Bartlett, Insley Grove, GL23 34H: David 
Martin, Sovereign Placa, NES GUEB: Step- 
itrwilliam Street, South 
Yorkshire; Andrew Staniford, Elvaston 
Rosa, SNH: D'O Connor, Audrey 
Gardens, HAD 3TG: JJ Wilgon, Trustons 
A antore RM11 1ED: J Samueis, Wiarrens 
Shawe Lane, HAS BFX: M Barker, Hadan 
- he, Howard 


DNZ0 9PD; Matthew 
de Flincers Wi Wi PEZ1 BEN; Mo 
Veigh, Colineill, iretard; lar Mui 6 
head Drive, NE23 6LG; dmotty “Gras 
Druidis Cross Gardens 
psd ag ht Road, sivia END: Adam 
Close, AL6 ODZ: David 
Ea | anel Adamson Avenue, M31 
o Ses Moore, Farlam Drive, CAÍ 2XB; 
Are Hahnemann Road, Lá 354; 
Goúdyoar Avenus, MAIO 
Pri Rios É Cook, Ladysmith Road, ENT 
380: Stephen Rudman, Midway Close, 
iate He Philip Anderson, Haollins Cres- 
Rosi, SE: Sede tan Dog Peg É rc 
1 an UC 
Road, | Richsal Tem pla, Kimgs- 
wood F Rosd, SS GEE: B Markillia, Marshall 
Road, CBI 4TY; Chris Whetlor, Thatchers 
Close, Wores; Jahn Turley, Mexandra 
Road, G31 38P: dido rei il 
Bristol. Matthew Lucklivest. Matthew Old 
E cp Pri fia lan Hunt, Old oiço 
ane, Man Devery, Rodger , 
E TRH; Mi Hoga. Westerham Close, 
Tyne Bi Wear; | avid n, Grindon TCE. 
VÁ Randon Tracy Bentley. Redford 
myickshire; Paul Teomans, Beagle 
Ridge Drive, YOZ 3d; Damian Highwood , 
H lose, MEB GSS: Duncan Camp- 
bell, The Enoll, NEG1 LO; Peter O Briem, 
Central Avenue, NG7 7AG: Stephen Grant, 


rey, Gildane Orchard Park, HUS | 





DUCKWORTH's 
CHRIMBLE 
WINNERS 

have feoiaibeivos creslino 


anca sf o Rea das 
rom Du raphy 
of Sir Clive Sinclair irniia Ro ei 


| other computer titles go to: 


Derrick Austin, Calf Close, YD3 ANS; 

SEE A Graham, Green Lane, CAZ 108; 

rá Bri Hill, CM16 SER; John 

Lane, T56- 0H]: Judy 

e Folhside, TN “TN: Neil Graham, 
Green Lane, Cumbria 


OLI COMPETITION 





| Grahame Chidwick from Wel- | 


holme Road, DN32 9LR will 5s00n 
have a smashing Oliver Frey 
Original E hang on his favourite 

wall dt home and impress his 
fria ih, Good eh? 





ROBOT MESSIAH 
COMPETITION 
December Issue 


| Pam Sellick of Evenlode Park, 


0X 14 35Z and Neil McDowall of 
Ashfield House, SP2 7EG are 
going to be getting a whizzo 
aga Keyboard to tuck their 








RUNNERS UP 
James Millen, Downsview, BNS STE; 


Davies, Thirimere Road, M31 2ST; Chris | 
Crane, Constance Avenue, STá STE: € 
Meadows, Kenlor Road, SW7 ODF: 
Chamal iene pd Bixley Drive, IPá 
STr; rip MA Vant Lonã SID BHA; 
Mr W E Bullock, Tha 7 20H: 

pad 


Heathfiel Road, STIA TAN: aa Meaden, 
Waverley Avenue, 2H7: Richard 
MecConneil, Eyre Street, CEZ ZJT; John | 
Firth, Road, EXE 4BO: Peter Cortar, 
wWihinneyfiald Road, NE6 SRA: 
Vincent, Rus De L'Abbaye. Belgium; Mr 
Adams, Cid Melton Road, NG12 SNH; 5 
Kay, Weill Ros, M30 BIZ: Ant 

Mortey , Church Lane, HUIZ 8JG; C Yau, 
Delancey Street, NA Nag Hilary Broam, 

venue, PÕ31 BAF: David Kelly, 
BEN: Mr B Davies, 
Milisido , WINE BJ: Michael Candier, Calm 
o Mount, PATI 3E0: Graham Pi 
Baltour Street, EHE BER: Steven 
Greangata Levens, LAB BNF; M Guri 
Broadoak Court, MA BUL:; Kevin jeto 
ton, gi a dee LE: A 
Pyman, u ose, Sur a, r- 
E sao Map puntom Elo NNS 31% 
pbury 


= 55 


lichae! Nuyten, Par 

dg) DA; Holland: Richard Killick, Mabd- 
stone Road, MES OLH; Craig Aldred, Windy 

perigo Nick Marsh, Lower Aston 

& ZEX; Nigel Monlouis, Manbey Park 
Road, E15 1EY; John M Lewis, Oakiands, 
SA14 BD; Aridirena Aumsby, Lan Yon Road, 
TAS GHF: “Kevin Lloyd, Bryn Hytryd, LLSS 
204: Paul Fuletur, Lomwenva Hale Road, 
IP25 7AX 





folks will be Domarked for Life | Gebome Road ENT GLR: Kevin Fisher Les op up in. T Shirts to the 
with fabaroonie T Shirts.... Gate, GL12 880 | 
A ta dead o di e eis isto aa Rea GA q pie E 


My top five programs are; 






ADVENTURE CHART WRITE-IN COUPON 


Please use block capitais and write clearly! 












































| | 
E | | 
| TITLE VOTE OUT OF TEN 
| MB ss e RE A A | 
aa ; | 
(EE Per Ec DD ERR peço NR ASR | 
| 2 | 
e a GE a A E R RRR  RETERE ERR A EPE ES erg aih Levi | 
| postcode : | 
| | 4 | 
| | Send to: CRASH ADVENTURE TRAIL, PO BOX 10, 5 | 
| | LUDLOW, SHROPSHIRE SY8 1DB : ERR RAE eai) 
Da E E Sai 4 
| CRASH HOTLINE WRITE IN COUPON My top five favourite programs in | descending order | 
| Please use block capitals and write clearly! are: | 
Da AMRS RA RA e NR te PRE RES AA PRODUCER| 
: 
| Address ....... ARE on os esta ir 
PEER SAR Ee pone iq R | 
fr | | 
ud ESP NES SEC RE RN RUN ra td 3 ] | 
| | 
| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 | 
| 


LUDLOW, SHROPSHIRE SY8 1DB 
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1/ 2) ELITE Firebird 
2 (28) COMMANDO Elite 

| 3( 6) STARQUAKE Bubble Bus | 
| 4/ 1)WAY OF THE EXPLODING FIST Melbourne 
|| 5 ( 4) FAIRLIGHT The Edge 
|| 6 / 7) BACK TO SKOOL Microsphere 

7 ( 8) HIGHWAY ENCOUNTER Vortex 
8/ 5) HYPERSPORTS Imagine 
| 9 (15) DOOMDARK'S REVENGE Beyond 
10 (71) SPY Vs SPY Beyond 





“12 /—) MONTY ON THE RUN Gremilin Graphics 






“14 /70) LORDS OF MIDNIGHT Beyond 






16 (20) MARSPORT Gargoyle Games 






18 (—) SPELLBOUND Mastertronic 





20 (24) ALIEN 8 Ultimate 





21 (27) SKOOLDAZE Microsphere 
22 |-—) ROLLER COASTER Elite 
23 [13) DYNAMITE DAN Mirrorsoft 
24 |—) ENIGMA FORCE Beyond 
25 |—) TOMAHAWK Digital Integration 
26 (29) STARION Melbourne House 
27 (19) NODES OF YESOD Odin 
28 |—) SWEEVO's WORLD Gargoyle Games 
29 |-—) GUNFRIGHT Ultimate 
30 /-—) DALEY THOMPSON's DECATHLON Ocean 


On the Hotline front, it's Simon Spear of Meadow Road, Toddin: ton, LUS 688 who will Soo have. 
the £40 of free software for the March Chart. CRASH Hat and T £ hirt winners are: David Griffiths, 
| Bo ton Road, Wigan, WN4 8TG; B Davies, Millside, Staffs, WV5 8JJ; Neil McDowall, Ashfield 
House, Salisbury, SP27EG,not forgetting Willis Aitken, Swiss Avenue, Chelmsford, cm 2AF. YOU 
could win next month lá you get your votes int 
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1/70) LORDS OF TIME Level 9 

2 ( 5) MARSPORT Gargovle Games 

3/13) DUN DARACH Gargoyle Games 

4/ 3) FOURTH PROTOCOL Century 

5 ( 4) DOOMDARK's REVENGE Beyond 

6/ 7) RED MOON Level 9 

7 (17) SHADOWFIRE Beyond 

8 23) THE HOBBIT Melbourne House 

9 [—) LORD OF THE RINGS Melbourne House 
10 (22) SHERLOCK Melbourne House 


“12 /(—) SWORDS AND SORCERY PSS | 
RE 14/ 8) TERRORMOLINOS Melbourne House 
16 (27) TIR NA NOG Gargoyle Games 
18 (12) SPIDERMAN Adventure International 
20 ( 2) BORED OF THE RINGS Silversoft 


21 (-—) NEVER ENDING STORY Ocean 

22 (29) URBAN UPSTART Richard Shepherd 

23 (|—) VALKYRIE 17 The Ram Jam Corporation 
24 (18) HAMPSTEAD Melbourne House 

25 (30) ADRIAN MOLE Leve! 9/Mozaic 

26 (24) THE HULK Adventure International 

27 (26) KENTILLA Micromega 

28 |—) ENIGMA FORCE Beyond 

29 [—) OUT OF THE SHADOWS Mizar 

30 /—) ROBIN OF THE WOOD Odin 


Eu This ont, £40 of softw tv are goes to Steve Whitehall, of Spring Lane Milton Ke nes. Runners u in 
| the Adventure trail draw who pick up a CRASH Hat and T shirt are as follows: Richard Hall of 
+ ESA Tamworth, B77 2JP; MJ Beck from Sheffield, S10 3FJ; Philip Carney, of Braisegate, Skeiton, CAI. 


É «ig 


| - 850 and Paul Reeves (no relation to Superman!) of Regent Drive, Bournemouth. 


; E PE É; at aus r a Mid É . -, " la p =—— 


E. qa e —— o sado) 6 ==] 
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argh, mom 





The trials and tribulations faced 
: by Cosmic Wartoad on his quest 
Ê to save his queen from the 

erre horrid Sludge Saw are well doc- 
a | umented on pages 136 and 137 
Ta of this issue. THAT is the review, 
THIS is the competition. Tadpole 

Willy has to help the Toad 

- amongst Toads cross the time 

a void, so it seemed only appropr- 

E rate to offer you another grid — 

E this time one full of letters rather 

Ei than time vacuums. Find the 

j words listed below in the grid, 
complete the entry form and 
post it off to WARTOAD COMP, 
CRASH PO Box 10, Ludlow, 
Shropshire, 5Y8 1DB to arriveby 
2fih of March and vou could be 
one of the lucky winners who 
will receive their very own free 
copy of Cosmic Wartoad. Gerr- 


onwithit! 
| RR bla qt dba hold! 
3: FIND THESE WORDS: 
E 
. DENTONDESIGNS 
s COSMIC MICARTHARSMICK 
à WARTOAD BVOPPIZBANPPIZ 
5 LILYPAD SESFRIGHTGTTNY 
à TOADS OOMHXWBEMILSIXK 
q SLIME LELYPADM YES Ovi 
 TIMEVOID LskKkowsMICEGTON 
: SAW PIZIAZDOKDHODE 
a ZIPPO OIGVRAENTNTLSCE 
E LIGHTER AMKHOKSDAOTI CI 
! TOOL DAPTTIZNWTHLOM 
: KIT SXRYLEDTNNOYVOS 
oo SAMLUYRSAEIPPO 
a WITIMEVOIDJADE 
E NAME 
as E E E ADDRESS PR A a ate O RR Se 
f b E) - a cede ma AS RO UA cio 
up | 0Ta gra S! - Sd ERP e opor MARES Cos OE a 
Ea Ta Ss. e + = - 
|] 
E 
| 
| 








'- Thestory so far: Hunter S Minson;, in Ireland courtesy of 


| - New Concepts Software, to cover the launch of their sport 
simulation, SURF CHAMP, has realised that a swell of four 


inches does not make good surfing, so has leapt into a 
passing hire car in search of diversion. Now read on... 


e were just 
outside Ross- 
nowlagh on 
* : FP the Atlantic 
coast when the Guinness began 
to take hold. Sitting in the mid- 
dle of the back seat and sur- 
rounded by journalists from 
cor peraro publications | fett like 
the Mafia were taking me for a 
long drive to a concrete surf- 
board. All | could rely on was 
that they seemed friendky and 
nobody had tried to throw me 
out as we reached speed along 
the coast road. 

Somehow the idea had hit all 
five of us simultaneously. 
Timmy the Dog had pricked up 
his ears at the first mention of a 
ripping yarm. Here we were in 
County Donegal, not a spar- 
row's spit from that fabled seat 
of learning, St Brides. Now St 
Brides boasts a secret. Were we 
not the hard bitten investigative 
journalists to -uncover that 
conundrum? 

There is something about Irish 
geography that defies all known 
concepts of distance. Burion- 
port, home of the Games Mis- 
trasses, may have looked close 
on the map but the journey was 
tortuous in the extremes. À trek 
through towns where there 
seemed to be at least one cleric 
for every lay person. But at last 
we rolled into the tiny fishing 
village and drew up outside a 
house which recalled strange 
memories. If Tony Perkins had 
appeared at the door brandish- 
ing a knife and dressed as his 
mother, | wouldn't have been 
Fsycho-ed out! 

— ur welcome was 
decidedly  un-sca 
"but no less weird, 
=" Perhaps those wind 
ing Irish lanes had worked their 
leprechaun magic and we'd slip- 
ped back through time. There 
were no electric lights in the 
place; the maid who answered 
the door was surely not of this 
decade. Could this really be the 
place where some Of the more 
inventive OQuilled adventures 
were being programmed? Per- 
haps my name was Trixie 
Trinian after all. No steady on — 
ti'was either too much Guinness, 
or too little. 

Then, as we sat in the giftshop 
with its crafts from many nat- 
ions, the door opened and in 
swept the headmistress herself, 
Marianne Scarlett, dressed in a 

ink twin set. As she told us 
ater, she'd resisted the temp- 
tation to get dressed up, by 
which she meant the gown she 
wears in her educational role. 
But this was hardly London 
street clothes, so spill the beans 
Marianne — what is St Brides? 

First there was the building, 
and that has had its past, pro- 
viding a safe house for IRA men 
more than 50 years ago. Then, 
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more recently there were the 
Screamers, à group who bel- 
jeved in the efficacy of letting all 
go in a Primal Scream, and who 
were virtually banished from the 
tiny village by local talk and 
sensational press interest. After 
which St Brides moved in, 
tada the school in April 


This is probably not the sort of 
school that you'd go to though, 
because the young ladies of St 
E's are past the age of compul- 
sory education, from their 20's 
upwards. And they go there for a 
week at a time, maybe more, to 
wear a uniform, sleep in a dorm, 
to take lessons and obey the 
rules, all without the creature 
comfortsof 1985. 

“They spend 24 hours a day 
living in a different time, living à 
different life. We give people a 
different experience of living as 
themselves.” Marianne's back- 

round is both teaching and 

umanistic prrencraUy and this 
is far more than a theme holiday 
hotel; as an experiment in 
human behaviour it's “fascinat- 
ing”. St Brides works because 
the pupils are never given the 
chance to do anything but live 
the imaginary 1920/30's era. 

Select advertisments bring in 
each fresh intake of eight, who 
pay around £120 a week for the 
privilege of indulging in things 
most of us are only too happy to 
escape. Marianne greets each 
new girl and pretty soon one will 
be chosen who shows a desire 
to be leader, and she will be- 
come the prefect. But according 
to Marianne most are only too 
glad to give up the responsibil- 
ities of their adult world and are 
detighted at “having an excuse 
not to be grown up.” Remember 
this next time you laugh at 
somebody who tells you that 

our schooldays are the happ- 
rest days of your life. 

o his wvoriad of lessons — 
and the “pupils do 
have to study the 

Mm basics of maths and 
languages — may seem rather 
crazy, but some people get their 
jollies dressing in chain mail 
made from coat hangers and 
killing orcs with cardboard axes, 
Once you've sat in that slightly 
damp room, listening to scrat- 
chy records played on a wind-up 
gramophone under the stern 
gaze of Marianne Scarlett, you 
can understand how easy it is to 

et lost in the game. One who 

id just that is Priscilla Lang- 
ridge. She committed the 
unthinkable sin of introducing a 
micro into this time warp. 

Marianne was at first rather 
taken aback ey the anachronistic 
intrusion. “My experience has 
always been looking back in 
time.” But it didn't take long 
before she reálised that uniike 
television, which she thinks |5 








John Minson 





E SCARLETT in a ST BRIDES 


passive and mind rotting, com- 
puters “call for 100% concen- 
tration and | commitment, 
They're not just playing with a 
joystick.” So, about a year and a 

alfago part of St Brides entered 
the modern world, though 
they've been known to do their 
computing by candle light. 

Priscila was a writer long 
before fate, ormore pro bably an 
advertisment, brought herto the 
west coast of Ireland. Hardly a 
computer expert at that stage, 
she looked upon the micro as 
another medium, like books or 
comics, to be exploited as a rich 
experience — rather like the 
school. In fact the Secret of St 
Brides, their first adventure, set 
in the corridors and dormitories 
of the house, then out onto the 
clifis, came from a game that 
they would play as they took the 
pupils on rambles. A mystery 
would be created from a few 
bare facts found as they walked 
along the shore. 


“elling at first by mail 
“order onhy, via a sua- 
gestive show of stock- 
Mi" ing tops and school! 
undorm, Secret sold well 
enough to gather some good 
revigws and cement a proper 
distribution deal, It's very much 
a standard OQuilled product in 
form, though Priscilla claims to 
“like the economy of the two 
word input. People make a fetish 
of excess sophistication.” ts 
main strength lies in Priscilla's 
writing skills, which are both 





witty and atmospheric. | 

Secret is- also refreshingly 
different — there's not an orc or 
an elfin sight. And it casts you in 
the role of a femala character, 
though neither woman sees her- 
self as carrying out a crusade for 
women in computing. “We're 
not setting out with a market in 
mind”, Marianne tells me. Pris- 
cilla adds “We want the games 
to be open and accessible, to 
appeal to adventurers of both 
SOXES. 

Spurred on by their success, 
the Games Mistresses, as theé' 
styled themselves, set to wor 
on The Snow Queen, intended 
to be the firstofa series of tie-ins 
with books in which [fs hoped 
that facsimilie editions will ac- 
company the game. Snow 
Queen is based on a classic, dark 
fairy tale Hans Christian 
Andersen in which a girl seeksto 
save her brother whose view of 
life has been corrupted by a 
fragment of a mirror made by 
the devil. With tt, the program- 
ming has become more sophis- 
ticated, so that Gerda appears to 
have a will of her own when it 
comes to obeying instructions. 

The next project takes the 
mixing of media a stage further 
as St Brides originate their own 
comic books which will tie in 
with games. Wonder Girl is a 
super heroine in the classic 
mode, with lots of in jokes for 
comic fans. Silverwo!f Is a more 
traditional adventure, and from 
the sample pages that Priscilla 
handed round it's obvious that 


both are being done with an eye 
to comics being adult and arty. 
Once again, there are scantily 
clad females and subtexts of 
sexuality. “Computers and 
comics are both unusual media 
for presenting fantastes.” 

So we are given a tour of the 
studies, the classrooms, and the 
spartan, though bright dormi- 
tories of this place where fan- 
tasies can be realised. But 

uestions remain unanswered, 
the programming room remains 
unshown, and a whole area of 
the house, the old servants 
quarters joining the school by 
just one door, stays a mystery. 
- — y head is clea- 
ring and al À 
“feel is that [d 
j eliko another 
drink. t comes as à surprise that 
ifwe didn't have to charge back 
to the surf, Marianne and Pris- 
cida would ar q take us down 
to their local, And what do the 







MARIANNE SCARLETT of ST BRIDES demonstrates & hand 


villagers make of the latest 
inhabitants of a house with an 
odd history? “The Irish like 
anybody who is enterprising," 
Marianne says, adding that 
coverall for a good scheme, plan 
or wheeze, “a bit ofa crack. 

So now | know that the place 
does exist, and it isnt some 
clever hype. | know that Mari- 
anne and Priscila are most 
charming hostesses and | know 
that they are fully capable of 
playing a seductive game of the 
imagination. But should | be 
surprised? All good fiction 
draws us in so that we live ft to 
some degree, 

Marianne and Priscilla and 
presumably the programmers 
we were told about but never 
saw, they are all busy realising 
the philosophy of St Bndes as a 
centre for pablo and fun, Let 
Priscilla have the last word. We 
do things that are fun. it stops 
being fun we stop it.” [1 


gr 
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Network 23 is a hugely success- 
ful TV company which leads the 
dade owing to the introduct- 
ion of Blipverts — the commer- 


would have to be 


Carter 
assassinated. 

In an attempt to cover up the 
killing, Network 23's techno- 


sonality. Edison managed to 
escape Grossman's hired killers, 
Breughel and Mahler, and Net- 
work 23 lost the Max Personality 


cial innovation which com- 
resses three minutes of adverts 
into E seconds, giving view- 
ers no chance to switch chan- 
nets. However, Blipveris have an 
appalling side effect on inactive 
viewers, Causing them to spont- 
aneously combust. Network 23 
anorpa this untfortunate side- 
ect, and Edison Carter, top TV 
tried to expose the 


Twenty minutes into the future Edison Carter pauses. 

. The two hundred and ten storey Network 23 tower 
block looms menacingly down from the skies, 
blackened with industrial waste. 


wizard, Bryce Lynch, copied Generator, Edison's synthesised 
Edison's: brain pattern onto a personality. 

computer while he was uncon- With the help of his controller, 
scious — thus effectively syn-  Theora Jones, Edison Carter 
thesising Edison Carter's per- brought the full story, live and 


reporter, 


facts. Grossman, head of Net- 
work 23 decided that Edison 








So you've seen him on roser> impedi. pediment. Max 
T TTTVTTV: the only eadroom's the multi-media 
presenter on cette raytoget  megastar who hosts a telly 


a in spite show, appears in a film, has 
Nas sp.sp.sp. written a book and is now the 


subject of a co er game — 
thanks to those Quicksilva 
people who have come up with 


AND NOM... 
MAX. 
HEADROOM, 
ENO. - 
Competition! 


ENTRY FORM | 


DM ng essa re mes ai ee Er E a O E 
ADDRESS .......... PR PARES DE Dr PRE E 
POST CODE........ TSHIRTSIZE .......cs.. 


VIDEO OMWINED [VHS |BETA) ....ccsscseesmseseos 
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direct, to the public. .. The film, 
TWENTY MINUTES INTO THE 
FUTURE ends. The computer 
game begins — Edison Carter 
wants to retreve his own per- 
sonality, held captive by Net- 
work 23 who have regained the 
Max Personality Generator. 

Just a lrttle more than twenty 
minutes into the future Edison 
pps to enter the Network 23 

uilding .. 

The security system is certain- 
ly à complex one, but Theora's 
Maxhunter program should give 
some help to cracking the codes. 
The first task is to get access to 


Max Headroom, the game. 
Even if “ve seen the film, 
TWENTY MINUTES INTO THE 
FUTURE, playing the game isn't 
going to be a piece of cake. Dead 
tricky in fact: from what this 
Minion's seen so far Max 
Headroom the game is going to 
keep quite a few ardent 
gamesters busy for a good 
while. To give SH readers 
the chance to get a bit of 
ça nd material together, 
pi je dm rp tita 
Fuso ana ses paid day 
Our to the studio and edit suite 
where the Max Headroom 
graphics are created. The lucky 
winner of the main prize in the 
Max Comp will also get a MAX 
MEGAPA Pb det the Max 
Headroom Video, a signed copy 


of The Max Headroom Guide to 


Life' along with the book of the 
film and a signed copy of 
“Creative Computer Graphics" 
Aid Jankel and Rocky 
rton. And, just in case you 
cold on the train back, 
re's a T shirt thrown in too! 

“Five more MAX MEGAPACKSs 
are on offer to runners up, and 
ten MAX MINIPACKS are 
waiting to be sent through the 

st to some more winners, 

ey contain a signed copy of 
ide to Life, the ofthe 
fia and a T shirt. 

To enter, all you have to do 
nto snigger) is re- 
assemble Breughel and Mahler, 
who have unfortunately been 
Blipverted by an advert for self- 
cleaning knuckle dusters. Then 
write or draw a Blipvert for any 
“et you care to dream up. 

Ny the copy explosive, Okay? 

hizz your ea oa 


BLIPVERT CRASH, PO BOX 10, 


LUDLOW, SHROPSHIRE, 5Y8 


| 1DBto arrive by 27th March, the 


Day of Judgement. Maxwise. 
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“MIN UTES INTO THE FUTURE 


emp 


Dia seta pa + amd a ralis mm made Ts teem 


ma dep 


LS Sea a O sÓ a 6 Co e 6 


pen aee 


pb z 














E danNE: -Ê | | 
| Rd CARTER 





= | SEE ] | | 
ANTT E ENS before Max is truly his. | 
| md À E. a ES The nba ese e Raves 
pa ceia im against the clock — Edison only | 
EE. | EX E? has until six in the morming to 








125 miss LI i b b 
PE E] 


a ' o a” : 


the lift and ascend to the execu- 
tive levels of the building — 
floors 200 to 209. This is done by 
short circuiting the LED display 
in the lift. H, by the time the 
power runs down, an E remains 





pressing fire when they glow to 
id up the display. | 
he next task is to crack the 
security codes on the executive 
level so Theora can control the 
camera systems, lifts and open/ 
close the doors on each of the 
levels. mn the floor game the 
security system flashes a series 
of tour lights and accompanies 
them with four notes. Edison 
must repeat the series, only in 
the reverse order to win control 
ofthe floor. If Edison fails to beat 
the system then his search 
throughout the executive levels 
is made extremely difficult be- 
cause Theora can't scan for 
security guards or access the 
information computer. | 
H Edison wins control, then 
the search for the codes to the 
President's suite on the 270th 
floor can begin in earnest, Using 
the information computer and 





on display then Theora wins Camera Sbeol 
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with Theora's guidance Edison 


must find four pairs of hexa- 
decimal digits — the Director 5 
codes — before he can gain 
access to Level 210. 

This is the level where Max is 
held, but again, more codes 
have to be broken before Max 
can be taken from the laboratory 
on the same level. HF Edison 
rescues Max the game isn'tover 
— he has to leave the building 


complete the rescue, otherwise 
the workers return and over- 
power him. Icons are used to 
control the program, although 
there is dynamic control over 
Edison throughout the search. 
Edison Carter's confidence takes 
knocks when he is assaulted by 
the guards or fails to crack à 
code — a readout on the bottom 





D af in Naty 
control of the lift, You have to 59: building. Edison scam inte ; ec : 
follow the sequence of glowing avoiding the guard's wi hi pilar. gives 
LED controllers with a cursor, him all , 


of the screen indicates his con- 
fidence level. It's possible for 
Edison to regain confidence by 
resting in one of'the offices on à 
floor, but the penalty istime.... 

Edison's mission is danger- 
ous — there are a lot of vested 
interests involved in the Max 
Headroom affair — he's a rat- 
ings winner, after all. Breughel 
and Mahler and scores of secur- 
ity guards try to track Edison 
down and eliminate him, and ff 
he's not careful he could end up 
at the body bank, a futuristic 
morque. 

If Edison manages to pull of 
the rescue then the player is 
rewarded with a special treat... 
details of which we won't reveal 
just vet, but there's a whole 
Spectrum memorytul of good- 
ir sodio, for you if you rescue 

fax 
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vailable for 

the Commodore 64, 
Spectrum and Amstrad at a 
recommended retail price of £9,95. 


Fº e, E so) sá sr TM] E Fr à É Io ] fm r f j 
The most powertul games in the Universe 
F Aa 


Quicksilva Ltd., 
Liberty House, 
222 Regent Street, 
London WAR 7DB. 


01-439 06066 
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In the Christmas Special, we invited readers to imagine they were making entries in their Letts diary in the 


rea 


des 


Srta? 


ar 


2186. The competition, sponsored by Letts, produced a crop of imaginative entries and lot of copies of the Letts 
Computer Users diary for 1986 were given away. Top of the pile, was ROBERT NORTON's entry, which was 
passed round the office in a chorus of chuckles. 

Robert picked up a set of Letts Revision Software for his pains, as well as a diary — and we thought his work 
deserved a wider audience. So here it is, two hundred years into the future — with apologies to a more 


contemporary diarist, Adrian Mole... 


Rm ae, 


a ça meta 
E: 


JANUARY 1ST 2186 
Received this diary for Xmas, Bit 
disappointed as | really wanted a hover- 
* eycle, Dad said that in his day you were 

lucky if you got a second-hand 

re computer for Chri 
Logked up o los 
Mangrams' long word dictionary. 
mtly it's a military rank. You could 

: ly only buy them from Army and 
Es E ay stores, aa OE ae 


“JANUARY 3rd 


tmvy software token that Auntie Janet 
pm sas for Xmas. Bought a strategy! 
arcade /adventure game called “The Space 
Shuttle War”. Dad said that it was in bad 
taste coming so soon after the real thing. 
é and that people had complained about iton 
É TV. It shot straight to number 2 in the 
charts a week later. The holographics are 
amazing, the best [ve ever seen on the 


rum Super. lts incredible what they 


E cram into 2000K these days. 


Pao me 
EBRUARY 13th 

What a boring day. don't think that it's 
stopped acid dei Eni E got up this 
mormine. The only bit of excitement was 
when Tibby came running in from the back 
gem Mum told me to put the cat out but 
ao extinguisher wouldn't work. She 

had to throw a bucket of water over him 
instead. He hasn't stoprx steaming since 
Fersonally, 1 think we should buy a Robo. 
Pet. At least they're acid-rain proof. 


E 


EBRUARY 20th 
School started again today. Depressing, 


My new form tutor is ancient. The 
headmaster says that they just can't afford 
to buy new androids every year, so we'll 
have to make do with the older, but more 

| rienced' ones. Old isn't the word. He 

“looks like he's pre-Sinclair. My mate Dave's 
new teacher is the latest model, with built- 
in 3D projector and positronic humour — 

circuit, Tm not sure what a humour circuit 
is. Maybe he giggles when handing out 
lines! re 


nr, 
Rca E a teta a 
oe 


Entre 
E 


e 


nr E 
Sitmça , PRP Mãe 


MARCH 3rd 


Got into Mum and Dad's bad books today. 
1 forgot that they were in the room and let 
fly with a filthy word, Mind you, | had a 

| reason to: the final of the Indoor 
ntemational Tiddlywinks Championship 
was on TV, and was just reaching the 

and bit through the solar power lines. The 


power went out, the cat lit upand| re 
to my feet angrily shouting out, OH, Tebb 
it!" 1 realised my mistake immediately. 

Dad went crazy. Mum, who had been in the 
of throwing her non-alcoholic cider 


BILÊ E es Bem ? 
e 


ao € 


[| 


e over the smoking moggy, Tound 

é towards me, ndline Arad of non- 

é alcoholic cider over the room, 1 was 
ordered tó my bedroom without any 
protein tablets and told never to say such 
vile words again. 1 wouldn+ mind, but 1 
don't even know what it means! Well, at 
least they cam'tstop me writing it in my 
diary. Grown-ups! They can all get 
Thatchered as far as Em concerned! 


MARCH 21st 


school trip to Ludlow today. 
opção the building that originally 
housed the Newsfield Publishing empire. 
In the town centre there is à dera | 
«tatue of Sir Lloyd Mangtam. Did he realhy 
wear a paper bag over his head or is that 
iustwhat they call Artistic Licençe” [asked 
"old Rusthbucket”, my form tutor, but he 
| didn't know. He did say that Lord 
Mangram was one of the few famous 
e who never had their likeness 
C on canvas or celluloid. Him and 
Jack The R 


APRIL 13th 


Pirated Dave's copy of “"Mega-Galactic 
Mice From Mars? today Took six hours 
Just to type in the POKE. | got a little 
worried when the Software Protection Chip 
in my Spectrum flashed a waming that it 
was about to self-destruct, and that | had 20 
seconds to leave the vicinity of the 
jp Furming the power off had no 
Hect, as 1t immediately switched to its 
reserve battery, but [ managed to stop the 


na 


é countdown with awad of chewing gum and 


a com plaster. Two seconds from 
meltdown! Phew! Mind You, it was worth it 
Just to see the cat running around after the 
holographic Meta-Galactie Mice. Well, 
hobbling around would be better 


description, what with the bandages and 


E pn 
APRIL 22nd 

Got picked on by the school bulhy this 
morming. He t 
playground and 

rain in my face úniess | | 

protein daria ae 

and fifty Eur ars On me, º € 

have dede worse. Revenge is forthooming 
've asked Dave to 

ais e Mice” and a copy of the POKE. 
So, provided that he doesn t have any 

ing gum or com plasters iying around, 

ome a big noise in the 


neighbourhood 


ve him my 


Sg melted synthetic lawn. 


me in a comer ofthe & = 
reatened to throw acid- Gs 


tend the bully “Mega : 


The cat has gone missin 
h: E — again. This 
E frequently happens, The last time, it had 
me Sotten its tail caught in the rear 
se MOVer car, ar was 
the M996 before the 
screams. Luckily the address | | 
re | the adiiress tag that all 
a to domestic animals must wear was 
st attached to his collar, and he was 
E returned to us minus one life, half of his fur 
E ef epi any dignity that he may have had 
al 'y Dad says that black cats have 
a “bd thought unlucky, and that 
is à prime example, What he seem 
to forget is that the cat was originally as 
é White as snow, but has slowly, over the 
years, been charr 


ed to its present 
condition, ge 


o Eis Era Ea se pese 
| essas 
MAY 18th 


The cat has retumed — battered and 


handaged. It appears that the foolish 
e to mate with a Robe- 


in 
o ata pi 
ma, al Pt 


À Cat a few blocks away. Sparks flew, Tibby 


flow, and so did his address tag. Tt took 

some time for the owners of the arguente 
mouser to find the tag among the plasti- 
grass in their back gard 1, hence the delay 
inthecat's return, Dad is being sued for the 
price of one Robo-Cat and a patch of 

The topic a 

ibbyy's sexual proclivities is carefully e 
avoided when Em around, no doubttosave 

= pay parents from embarrassing a 
Ee : lanations. At times like these Im glad | 
É had the foresight to bug their bedroom. 


Ee to corona E 
en 


JUNE 10th 


Old Rusthucket dragged th 
orine AS f à the class to a 
pa e ae ço today. In the music 
of holodises, things called Tecords”, h : 
ij of erudely shaped plastie, Erg 
dad to scratch with a needle to make 
ai Primitive! Eve heard clearer sound 
! am Go planeta trunk call to Jupiter 
Er : pe of interest though, was the 
E a = the time hopping' android known 
Richard. It amazes me that he 
for over 150 years, 


7 Nobody knows 


dssumed to be a 


than ours, judging from the andro; 

res cireuitry, which Eofises 

É p A using any known methods, a 

a lady, 1 don't think much of this so. HE 
advanced society, if, with so much = 

send back : 

robot! 


E E Power at their disposal, all they de with it is 


in time a bloody pop-singing 





try it. | set TSE A had to 
other, breathed In, rio bota ao the 


der oie, 


that needs a filter on it CA T be good 


vou 


 JULY 27th 


The cat came into the house wi 

Sparrow in its jaws this db Deo 

Went into panic mode, With the Robo-Cat 
Court case still pending. the last thing he 

needs is a charge of harming an 

endangered species. He chased the cat all 

over the house, final] catching it in the 
kitchen, After a srriall tug-of-war over the JE 
dt he threw the incriminating | 
did sis ir garage incinerator. II 
a aaçã re, À think the cat might 


e 
AUGUST 6th 
. The 


the es chair u E 
po ss force ce feld, We should have done 
E YEARS ago! vs fantastic. The field 
erator is built into an ordina e srs 
activated with a remote switch. Stop. 
o no into or biting things. And, 
morei tantly, stops things hitting 
him. Perfect. If he gets into trouble now, rm 
cat my collection of CRASH Weekly! 


hologr ie image. He started 
Woúid E ad he did he 


laughter. 


AUGUST 31st 

We have been discussing where to go for 
our family vacation ini Mum voted for 
South America, rea just about cê ondy 

lace on Earth where you can see real trees 
sede natural state. Dad wanted Hawail, 
(where you can see women in their natural 
state. Dirty old swine). | = fancied 
Moonbase myself. After Dad had checked 
his Eurobank account, we settled on a 
compromise, We re going to. 

again! 


SEPTEMBER 7th 
Here we are in Bla EMail a 


a É oi 
; ear SRD RSI 


SEPTEMBER 14th 


Returned from Blackpool to find Tibby in a 
terrible state. We had forgotten Digeddaa 
off his personal force field before leaving, 
which meant that he could not get at the 
food from the automatic dispenser. He was 
starving half to death among a mountain of 
food on the kitchen floor. Poor thing. He's 
abways been his own worst enemy, and now 
he's got us to contend with as well, 


Reis 


o! 


OCTOBER 3rd 
The President m 
today. Hes 


ranti 


e next time around | 


at eh very thought of this From” 


Eopoaçço normas nn spa 
ta 1%) ao o 


CTOBER 16th 


My birthday. Still no sign of a hover-cycle 
on the horizon. Ended up with the usual 
sort of presents. Software, of the potential 
gain bin variety; books-("Bigeles Flies 
Undone” and “Build Your Cum Robo- 
Butler"), ps holodise tokens. No party. 
Dad said he couldn't afford to feed the 
whole neighhourhood every year, Just as 


well | suppose, considering the cat nearly 
nd pe pseudo-fruit punch last 
time. o a 


x o pai japa, o ami 
RR Soo 


“NOVEMBERSth | 


Bonfire night. Went to the community 
park to match the firework display. À large 
area of plasti-grass had been cleared for the 
central pseudo-wood bonfire, which was lt 
by laser pistol. Computer controlled 
ignition of the firework displays ensured 


state 
a 


years. . 


Ea 

Eis According to my history teacher, 

eworks have not always been state 
controlled. People were once allowed to 
buy them from shopping centres and set 
them off personally. This resulted in 
thousands of deaths and injuries over the 
How foolish of them. 


NOVEMBER 30th 


Bought my Xmas presents earky this year. 
Got Mum a large box of vegolates (low 
calorie of course), and Dad's getting a pair : 
of slippers to replace the ones that Tibby 
chewed to pieces last year. Ive made sure 
that these are non-toxic as the vet hates 
being called out on Boxing Day. For my 
grandparents 've purchased some classica 
music (non-holographic) by Wham a 
Duran Duran (Yech!!). Em playing safe and E 
not buying the cat anything. In previous 4 
years he's had a Robo-Mouse (stuck in 
throat), a musical ball, (rolled into the 
vacuum droid, followed by Tibby) and a 
box of cat sweets, (got head jammed in 
box). 


PEA ER ico Estab 


ry and Velo 

ator. Bit tricky 
cx | nearly took the top 
civit, but TIL soon 
he'd teach me 


gáia E 
san mma 
he 
a iq 
ses 
E É e Pa E 
ns o ae! 
o 


DECEMBER 26th 


Tebb it! Tebb it! Tehb it! My stupid old 
father just rode my hoverscycle through 
Mrs Pursehouse's window!!T told him tobe 
careful but he didn't listen.| wamed him 
that they didn't have somersault retros in 
his day but he just grinned and said that he 
could handle it. He shot off like a laser holt, 
clipped a solar power pole, span ibits to 
give up. [must try to acquire some for next 
year. 
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Rosetta MeLeod 


Ee 


LETTS DO SOME REVISION 


in plenty of time for this year's examinations, CRASH 
Course this month looks at Letts Keyfacts Revision 
software for O Level GCE, CSE and GCSE. 

Over the years, Letts have built up a solid reputation 


| as publishers of the highly successful Study Aid series, 


and have now turned their attention to the computer 
education market. Their Keyfacts Revision software is 
the result of of a great deal of research among 
teachers throughout the country to determine the 
most appropriate technique and content for com- 
puter-based learning. Letts are keen to stress that the 
programs are not designed merely as cramming aids 


| for exams, but rather are planned for use throughout 


courses. Quite a number of large educational pub- 
lishers are now producing similar types of software 


for a wide variety of subjects, but not all of these | 


ENGLISH 


LITERATURE 


The Merchantof Venice | 


ana Henry IV part 1 


| Complete 


Both of these packages provide 
an extremely thorough study of 
the play involved. The first pro- 
gramon The Merchant o! Venice 


| 45 CoNcerned with linking events 


lo plots and themes. If, for ins- 
tance, the event is that “Antonio 


| discusses. the reasons for his 


saoness with frends', the stu- 


[dent has to match this with a 


choice of four plots and eight 


| themes. If Money is selected as 


the correct theme, the computer 
responds by asking the student 
to. consider the Frendship 
theme as well. The Plots pro 
gram takes things à step further 
by presenting various events | 


| from each Act, and then asking 
| the student 
| play's chronological order. The 


to cônstruct the | 
final two programs, Write and 
Quotes, involve a very thorough | 
enovledge of the actual text ol 
the play. Write csplays in- 
paragraphs taken 


| from the play and the student 


has to complete them. Different 


dashes only! lis, however, 
levels of difficulty are available: 


| possible to cheat — pressing X 


for instance, if 'Portia and Mercy 


| and the Law' is chosen at the 
| Gasiesl 
| difficulty, 
| begins, Disguised -- Balthasar, 


five levels of 
screen display 


the 
the 


6) 


Portia has task of saving 
Antonio while upholding the 
law, as T--- is no power in V--— 


can alter — decres --.-------. 


At this level the words omitted 


| Could be quessed by anyone, 
but atthe mostdifficultlevel, the | 


paragraph is presented in 
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displays the completed para 
graph on the screen, € 
begins by invrting the studentto 


select à character and theme, | 


and the computer displays the 
Act and Scene together with a 
quotation which has to be com: 
pleted. Again, a cheat facility is 
provided, and a helpful com 
ment is given to provoke further 


| thought, 


entry IV Part | has similar Write, 


programs are educationally valid, and in some cases, 
the student would achieve better results using a good 
set of notes. 

The Letts programs use a variety of approaches to 
capture the learner's interest and to introduce an 
element of enjoyment into home study. The major 
advantage of computer programs over the normal 


| textual study aids is that they can encourage greater 


Úuotes 


| participation in the learning processes and improve 


motivation. The computer can also mark the answers 
and, in the case of subjects such as mathematics, can 


| actually demonstrate various constructions and 
| Solutions. Used in conjunction with other methods, 


the Letts programs are extremely useful indeed. Each 
package contains two cassette tapes and a booklet 
describing the software, and retails for £11.50. 


Plots and themes explored with the Letts revision guide to | 
THE MERCHANT OF VENICE 


Elizabeth 


Cheiro SS 


ENTER button 


The family tree sprouts on screen during execution of the 
Letts revision program which takes 5 hakespeare into the | 
computer age. HENRY V Part 1 


Tree! task, so that the student 
has some appreciation of the 
reasons underlying the political 


| tenston in the play. The next 


program, Relate, focuses atten- 


| Plot and Quote programs, but | 
ims-time begins with a “Family | 


| end up asa 
Hon On the relatiónships bel- | 


ween the characters, and these 
are displayed diagrarmmatically | 


| together with useful comments. 


Any student working their 
way successfully through either | 
ofthe literature packages would | 
candidate for the 
black chair of Mastermind' 





MATHEMA TICS | 


| Ten different programs are pro- 
Vvided in this package, ranging 
from basic arnthmetic and the 
use of a calculator to algebra, 
geometry . and. trigonometry, 
| This “mathematics 
| Letts call it, comprises a sum- 
mary ofimportant theory points, 
screen demonstrations, User 
interaction where the power of 
| the computer 15 under the cón- 
trol-of the student leg the draw 
ng of graphs!, and several 
quizzes where the computer 
marks the answers and demon- 
| strates correct solutions step- 
by-step. The suite ends with an 
hour-long trial examination 
based on the common core of 
the GCE syllabuses, atthe endof 
which the student receives à 
breakdown of performance, The 
notes suggest that this exam 
might, im fact, be taken straight 
| away in order to highlight spec- 
fic areas of difficulty which 
could be worked on, 

Advice 15 also given to lhe 
student on how lo use the pro- 
grams in a revision scheme, and 
reference. 15 made to the other 
| Letts revision aids, such as the 
Passcards. Mathematics |5 a 
| subjectwhich lends itself well to 
| computer assisted learning, and 
this package would be of greai 
help to the serious student. 


Key fac ts 


For O-Level 


suite”, as... 


| QOes, 


a e 


Es. E 


Hard sums with the calculator, part of the MATHEMATICS 


softwvare from Letts 


A=PTLL+D.OIFF” 


É dado r=7nby=Syrs 


| mam) 


homWever, cover a Very 
wide area of mathematical 
knowledge, so the student may 
finci that certain programs are 
far too easy. À mathematics 
teacher commented that the 
area covered was, perhaps, far 


too wide, although some stu- | 


dents might benetit from revis- 
jon of the basics, 


EO IA 
a E ais HLIT À 
HO Tia! 
Mit f UI 


SCE, CSE and GCSE 


Chemistry 


Produo 
TUOLCEÇ] try J3R l tl 


| ERASIC 


Explaining the layout of a scientific calculator in the Letts 


MATHEMATICS revision package 


15 designed to test knowledge of 
facts, and to improve 
understanding ofthe underhying 
principles. The programs cover 
the following areas: atomic 
structure and bonding; pertodie 
tables: formulas; chemical 
deductions; electrolysis; appar- 
atus: acids; bases and salts; and 
organic: chemistry. Several of 
the programs require the stu- 
dent to complete passages dis 
played on the screen as In the 
literature programs, and once 
again these are offered at 5 
levels of difficulty and have a 
cheat facility, The easter levels 
do litte to test factual know! 
edge as the words omitted have 
nothing to do with chemistry, 
but | suppose the idea 15 to work 
up through all the levels so that 
the information becomes iImp- 
rinted on the mind, 

The Perooic Table program 
covers this area relatively well, 
but the next program Formuiae 
and Equations Is rather awk- 
ward to use, as the entry of 
correct formulae requires the 
use of both upper and lomer 
case letters as well as subscrpt | 
numbers which are located on 
the graphic keys. Decuce tests 


| balanced 


CHEMISTRY 


| E n 
The chemistry suite of programs 


the user's overall knowledge of 
chemistry by supplying clues 
about a randomty selected sub- 
stance, while Elett covers 

electrolysis and ionic equatrons. | 
Apparatus is an interesting way 
of. giving. practice in the selec- 
tion and assembly of the most 
usual apparatus for the labora- 
tory preparation of each of 13 
gases, with the student finally | 
being required to complete | 
equations.  Acids, 
Bases and Salts comes in three 
parts: in the first, a desenptive 
passage has to be completed, 
part two asks tor comments on | 
the proposed reactions, and the 


third part shows how pH levels 


change during the acid-base 
titrations: The final tuo pro 
grams on organic chemistry, 
contain four descriptive pass- 
ages for completion at vartous 
levels of difficulty, and require 
the identification of isomers, | 
homoltlogues and compounds, 

The chemistry specialist who 
looked at this suite of programs 
for me felt sure that it would De 
reasonably helpful if used with 
other study methods, but com- | 
mented thatthe content at times 
was rather  hghtweight and 
sketchy. 
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PHYSICS 


The 10 programs in 
cover topics such as motion, 
etectricity, magnetism, waves, 
Lght, heat and radioactivity. À 
diagnostic seclon im the first 
program provides 40 questions, 
and the computer then reviews 
the responses and suggests a 
method of study. The questions 
can also be attempted under test 
condrtors, and at the end the 
score and time taken are shown, 
together with the number of 
incorrectly answered questions. 

Relationshios, the program 
which covers a variety of equa 
tons, is rather boring, but then 
some aspects of studving are 
boring! The two Metion pro- 
grams use atiractive graphics to 
convey information on speed, 
acceleration force, 
momentum and so on, 


» [ . 
this 


pUWeEr, 


SUE | 


I 
| 
| 


while Light deals with reflection, 
refraction and defects of the eve. 
Radio simulates a range of 
experiments on radioactivity, 
but the selection and manoeu- 
verability of the elements in the 
detection experiment are rather 
stow. The Rutheriord experi 
ment shows very lite, and 
omits one of its fundamental 
results — the back scaltering of 
alpha particles. Waves and Elect 
* are multiple choice programs 
in which the computer provides 
a hint if the first answer Is 
incorrect. Elect | uses a water 
model to heip the student to 
understand current electricity. 
whie Heat simulates heating 
and cooling experiments. 

Once again, a great deal of 
ground is covered in this pack 
age, and good use is made of 
sqresn graphics, The student 
woula find the test sections of 
particular use. 


Classifying bugs, beasties and organisms in the BIOLOGY 


revision package from Letts 


sjjo/Molchá 


| The 


programas in this package 


fall into two ca Hegories The 


| graphics based ones are builtup 


by interaction with the user, so 
standing of the struc- 
functioning of the 
Organs Or systems conçcerned |s 
decpened. In Loco for example, 
a Cuê appears onthe screen, the 
correct answer tó which begins 
the drawing of the skeleton. À 
similar technique is used in The 
Eve where a diagrammatic 
cross-sector of the eve is gra- 
dually built up im response to 
correcty answered questions 
on the structure and accommo- 


Ure ano 


E dation oftheeve, 
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1he second category involves 
application ofadarge bodyof 
iioviledgs - in Homeostasis 
the student should know how 
temperature, water balance, 
breathing rate and blood glu 
cose levels are controlled in a 
marmmaál, Im addition to those 
already mentioned, the program 
Suite covers tópies such as 
Varety of Life (the plant king 
dom, invertebrates, arthropods 
and vertebrates), Nutrition in 
plants and animals, Food Webs 
in various habitats, Breathinog, 
Bivoo, Circulation, Reproduo 
hor, and Genetics. The graphics 
are clgar and are used to good 
effect — but the content of the 
programs is isa lacking in 
depth to serious study 
purposes. 


COMPUTER 


STUDIES 


Cóômputer Studies is, Of course, 


one of the newest subjects in the 


curriculum, and it is appropriate 
that this subject too has promp- 
ted Letis to issue a software 
revision package to accompany 
their other aids. À very wide area 
Of knowledge is covered in this 
suite, moving from the historv.of 
computers and information pro- 
cessing, to revision of the archi- 
tecture of a typical digital cor- 
puter and the CPU, and then on 
to information on computer 
hardware operating systems. 
Some-of the programs help the 
student to revise software dev- 
eloprment skills, while othersare 
aimed at deepening knowledge 
of techniques fundamental to 
the st Ibject such as the analysis 
of logic Circuits, 

The programs use a variety of 

carming techniques, ranging 


| Fri passages which the stu- 


dent has to complete to multiple 
choice questions. In certain 
programs if wrong answers are 
given, the computer either pro- 
vides a hint or displays thé 
correct solution after a specified 
number of incorrect responses. 
Most of the programs com 
mence with a menu from which 
the studentmay select an area oí 
interest. High Level Languages 
for example allows a choice 
irom Expressións ano Assign- 
ments, Brarnches and Loops, and 
Subroutines and Strings, while 
the very complex Number Svs- 
tems. program is-divided into 
three different areas: 1) Binary 
and Decimal Positive Integers: 
2 iNegative Integers; Addition 
and Subtraction; 3Octal and 
Hexidecimal. 

The students who looked at 
this suite for me were quite 
iImpressed with the range of 
tópics covered and felt it would 
be a useful addition to their 
study aids 


COMMENTS 


CONTROL KEYS: Apart 
from the problems in the 
Chemistry suite, the 
control keys are clearly 
explained and are easy to 
Use, 

Magela a 
responsive 

USE of COLOUR: Simple 
but clear. 

GRAPHICS: Lsed to good 
effect 

GENERAL RATING: 


Revision programs like 
these are, generally 
speaking, only as good as 
the student using them. 
Used sensibly in 
conjunction with other 
study methods, they do 
nave a useful role to play, 
eliididarieatego = 
understood that, on their 
own, these packages will 
not miraculously ensure 
A grade passes! 





The PS&S WARGAMERS SERIES has 
been created to combine elements of à 
Strategy game like chess wilhihe added 
excitement ol a graphic arcade game 
They are for the player who wants a 
senous bul simulaling game requinno 
th manual dexterity and mental aguity 
The strategic level of the games is played 
on a mãp system, whist lhe tachical can 
be played in an opioral arcade style with 
you-actually firing guns and missiles 


Theatre Europe portrays lhe next war in 
Eurape. Command either NATO or the 
WARSAW PACT forces and control air/ 
groundinuclgar and chemical units. 
Optonal arcade sequençces puí you 
actualky in fhe hot seat. 3 Level game 
where Level 118 for beginners (lhe 
computer opponent will not use lhe 
Nuclear option). Level 215 à “tahonal” 
game tolowing the accepted strategies 
GENATO and fhe WARSAW PACT, In 
level 3 the computer plays a highly 
unpredictabta game where anything 
can happen 


b: 3 level game wuh you im control of 
fighter command during the summer of 
13 SU Dipiona! dfCade SEQUENÇES 
include fi vinga Spitfire in aerial combai 
and Siring an anti aircraft gun m ground to 
air fighting. 


Fou are im command ol no 


Em] 


fleets 6 months after the attach 
Japanese on Paar Harbour [ 


ga mê seg ng Sditero 


5 
[ad] EPE 
Eri E To fm 


a Final 


THE STRATEGIC WA 


SERIES has been designed with ihe 
walgame Ele in mind, The games 
are played on a map system, ate 
“phased' and use ed represem 


ator 01 the umts. Piavabilty os the key 


notein the-series with 5 levels of diiculty 


suitabie toi pegInmar ano Exper ake, 


Inihe closing slages of WWII, the US 
há Ena tought their costiest and 

2:51 balita of the entire war — tg 
caeruria he island ot WO JIMA. o 
command those forces whilst ne 


mas ts O ml a [ato Pri E 
mpauter COPOS ANE sapare ils 


AMSTRAD 
SPEC TRUM 
CEM 64 
BTAH 

MEX 


a o rg 


EF a, 
RE = MN mM 





MIDAS — The Midas series of 

real time graphic adventures 
expandabie. Neto enhe-do vou have 
stunning 30 fully animated propos 
raai time iii tç ara con 
versation seguences, Dut vou tan 
trangiar vou player pres no 
different scenarias trom lhe Midas range 
À seres of expansion modules are also 
pranned lo add new opponents Nor 
scenánios and different quests 

increase indetintely the playir ng re Di 
each game written uh MIDAS 


SNORDS & SORCERY - represents the 
hrstexample of the Midas range. às with 
all rode praying adventures, lhe aim 0 
GaiTHE IEL o develo E VT chartacier VD 
mogi want fobecome an expersmoris 


Rar. Ee prarhal) a tl unmina let = all 


aps à 
Imnás are possible with Swords & 
Sorcery, Thare are algo quests within 
quests for ihose who war to Toliow 
lhem — some are given, others must De 
found = some aré los! causes - the 
chonce 15 yours! 

Although possbiy the most complex 
program yet a templo ora home 
megra, the controls are simplicity ilsel 
dust six keys will contro! your progr 
around tha dungeon and operate Ea 


menu system tor all your other commands 


Pinball Wizards wall love lhis game 
Playing the table provided will provide 
hours ot tun, but wilh Macadam Bumper 

your qu tayoul — rom 
ippers and Dumpers night 
ing the Tili sensitivity 


T ne po 1581M WiEs Fe E E aro: pes 


POL Gar Estr 
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down to adius 
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O ericas games 
pages available only to 
the fortunate owners of 
Atari and Commodore 


computers. Now, thanks to 


U.S. Gold, you and your 


Spectrum/Spectrum+ can 
team up with some of the 
best games available today, 
from such famous-name 
American software houses 
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USE DID 


Al American Softulare 


as SEGA, BALLY MIDWAY, 
MICROPROSE and ACCESS. 
Amongst our winning line- 
up you'll find games oí 
proven popularity, not only 
in the home, but in arcades 
across America! 

So play the game and 
discover for yourself why 
there's never been a better 
time to own a Spectrum! 
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Following in the wake of the icon driven graphics packages is ICON GRAPHIX from ASL 
which is being marketed by AUDIOGENIC. 


E FEATURES 


EE Cassette and microdrive operation 
1 cai joystick or keyboard control (Z,X,C,V 


— Fe Sem sed with up to 16 different shapes 
Estr (spray tin) 
oi 


q rs vá eltipses 
MM Elastic lines 
MB Rubber 


tu, a + page (screen scroll) 


Ce screen 

E New (clears screen, restores current pattern to black 
and reselects joystick or keyboard) 
Printto ZX printer . 
EE Magnify screen area 

a Edit drawing and filling pattern 

RE Colour mode 

E Load and save to microdrive or cassete 


TOOLS and COMMANDS 


FELT PEN 


then releasing: The ellipse is 





, 


VS a RSS RR O e 


a o 
1a <ê 


diana the current trend 
towards icon driven gra- 
phics utilities, Audiogenic 
have released ICON GRAPHIX 
from ASL. This is being market- 
ed as a powerful icon driven 





graphics and design tool and | 


competes with comparable off- 
erings such as ART STUDIO 
from Rainbird Software and THE 
ARTIST from The Edge. 

The program cassette con- 
tains the basic software as well 
as a Microdrive compatible copy 
which can be installed on a 
Microdrive cartridge automatic» 
ally once it has been loaded. 

& screen of ICON GRAPHIX 


displays the drawing window | 


surrounded by the option boxes. 
Pictures may be created in the 


drawing window Via the tool 
icons grouped around it. Select- 
ing (or changing) drawing tools 
is achieved simply by position- 
ing the current tool over the box 
to be selected and by pressing 
CAPS SHIFT or fire on the joy- 
stick. There range of drawing 
tools to choose from includes 
felt pens of various shapes and 
sizes, sprays and brushes. All 
drawing is done in the current 
pattern and there are 34 patterns 
to choose from. If that's not 
enough, existing patterns may 
be edited to create your own 
patterns, 
A, PRacniy facility with a sim- 
He pixel set or reset facility can 
used for detail work. Correct- 
ions can be made with the 


Drawing is done with the current 


pattern. Several shapes and 
sizes Of pe É can be selected by 
accessing the Shapes box 


SPRAY 


The spray does not plot a ran- 
dom pattem of dots on the 
screen, but draws a fuzzy blob of 
the current patterm. 


BRUSH 


The brush provides the normal 
til operation. Mistakes may be 
corrected with the UNDO 
command 


BOX 


The pencil is used topoint to the 
first diagonal and by pressing 
the- CAPS SHIFT continuously 
the rectangle is dragged across 
the screen until the desired size 


is obtained. 


CIRCLE 


The circle or ellipse is shaped by 
Fixing one corner, dragging end 


proportioned to fit inside an 
Imaginary box between the first 


fixed corner and the current | 


arrow position. À circle is ob- 
tained with an Imaginary square 
Box. 


LINE 


Line draws a straight line from a 
fixed point and can be used to 
draw approximated curves by 
successively releasing the CAPS 
SHIFT key to reposition the fixed 
point and join lmes, 





RUBBER 


Rubber erases the current area 

covered by the square rubber 
icon. Finer erasures should bé 
accomplished with a fine pen 
and a white pattern or with the 
magnify facility. 


PUSH PAGE 


Push Page moves the drawing 
window around to uncover 
areas of the screen covered by 
the option boxes including the 
PAO 1és at the -bóttom of the 


Screen, 





lá 
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ECHINICHEINTECHINICHENTECHUNIA, 


UNDO 


Undo ÚLndoes the last screen 
function Fi À | restores the cóndi 
tom previous to the last 
EXECULOr, 


CLS 


As Ccigars the SErRer 


NEW 


board. Às 

be undone, program re- 
quires a confirmation 
proceeding 


a a 
m 
La 


before 


PRINT 


Print dumps the 24 screen lines 
to lhe ZX or Alphacom printer. 


SHAPES 


Shapes displays a tray of 16 
different pen shapes with the 
current pen shape marked witha 
Pirg. À new shape is selected by 
pointing and pressing CAPS 
SHIFT 


MAGNIFY 


Magmfy enlarges a portion ol 
the screen pointed to by the 
arrow cursor. Trus is useful foi 
detail work, where individual 
pixels may be setor reset or the 
whole magnifed part erased 
“with the rubber tool box. 


Rubber tool or with the powerful 
Undo routine, which cancels the 
effect of the last function select- 
ed. Push Page provides access 
to hidden parts of the screen. 
Special drawing functions provi- 


and Ellipse. 


in black and white first. Then the 
colour mode is entered, which 
displays the palette of colour 
options including Bright and 
Flashing and colour can be add- 
ed to the picture. Once Ink and 
Faper colours have been select- 
ed, the Pen too! is used to fill in 
the attribute characters over the 
existing pattern. 

A screen dump routine allows 
screen pictures to be immortal- 
ised by printing the 24 screen 
lines to a ZX or Alphacom prin- 


may be saved to tape or Micro- 
| drive cartridge for later use. 
| Pictures are equivalent to Secre- 
en saves, while documents also 
include any new patterns 
generated, 

ICON GRAPHIX performs very 
well and |5 very userfriendly, 
The various drawing options 
and tools are located at the 
| bottom edge of the screen, with 
the large selection of pattern 
boxes spread around the edge 
of the drawing window. The 
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ded are Elastic Line, Box, Circle | 


Usually, the picture is drawn | 


ter; pictures and documents | 





EDIT PATTERN 
Any unvamted pattern may be 
selected and the current pattern 
box 'pressed'”. The pattern de- 
sign appears in magnihed form 
in the screen centre with a life- 
sed sample above it. Pixeis can 
be set or reset and when the 
rn 15 salisfactory, the: OK 
box can be clicked, 


COLOUR 


To add cotour to the picture, the 
COLOUR box is selected. A 
palette of colours appears at the 
top of the screen with B&B ink 
squares, B paper colours and 
Bnotu and Flash strips neath 
the ink and paper squares. The 
tools available in colour mode 
arethe PEN, which is used to fill 
in attribute squares with the 
current colours, and PUSH 
FALE, which pushes the colour 
squares around to match up 
previous design pushes. CLS 
restores the colours to black and 
white, UNDO restores the col- 
Ours after à CLS or undoes the 
last colouring and NEW returns 
Lo Grdinary drawing mode, sav 
ing the colour attributes tô 
memory so that the saved pic- 
ture can be loaded back lateras a 
normal coloured screen. 


LOAD and SAVE 


Load and save may be perform: 
ed on Pictures and Documents. 
Picture 15 equivalent to a 
SCREEN including the colour 
attributes and a Document is a 
pereture including any 
natterns. 


nEvy 





current pattern is always dis- 
played in the bottom right cor- 
ner and to change the current 
pattern this box must be access- 
ed and CAPS SHIFT pressed. In 
colour mode the top line of 
pattem boxes is replaced with 
the colour palette. 

Several important functions 
and facilites found in most gra- 
phics packages nowadays are 
missing from ICON GRAPHIX. 
Cut, Paste, Copy and Move facil- 
tes, which would allow screen 


| details to be duplicated or 


moved to other areas of the 
screen are noticeably absent. 
There are no special drawing 
modes for blending new de- 
signs into existing screen draw- 
nas using the logical AND and 
XUR functions. Serious screen 
designers will miss a screen 
dump routine for 80 column dot 
matrix printers, as the minimal 
ist 32 column thermal print-outs 
are unlikely to satisfy them. 
DLespite these omissions ICON 
GRAPHIX is a handy screen 
creating tool which could prove 
to be a tot of fun to use. 


Program: Icon Graphix 
Producer: Audiogenic 
software Ltd. 

Price: 9.95 
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This month's TECH TIPS column covers quite 
a few subjects, as several of the ideas dis- | 
cussed in previous months pop up again. I've 
found the missing paragraphs from last | 
month's BASIC review, for instance (sorry!) 
and assessed a 'spin off from Laser BASIC — 
“The Laser Compiler. There's more news 
about Lenslok and the Microdrive Doctor, 
| both of which we featured in past issues. 
We've also got some advice on logic gates | 


| and video circuitry. 


OOPS DEPARTMENT 


Last month's review of an add-on BASIC system was missing a few | 
paragraphs from the bottom of the first column on page 102. This 
meant that some of the details of Sportscene's Mega BASIC went 
missing; we'd like to apologise to any readers who were confused 
or misled, and to Sportscene themselves — although, to be fair to 
our Production Minion, the review was only late because our 
original Mega BASIC tape was incomplete. 

Anyhow, the wandering wisdom |s reproduced below — let's 
hope that the delay caused by adding it to this month's column 
doesn't provoke any other disasters! 
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include a 
» | colours bounded areas of the 
| screen for you. Filling is fairly 
fast, and you even get a count of 
the number of points filled. 
Graphics can be shifted and 
| scáled within a window, and you 
can use absolute co-ordinates 
rather than ofísets, when draw- 
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endias on the screen. 

hat Mega BASIC excels at is 
multi-tasking. The Spectrum's 
interrupt facility is used all over 
the place. You can produce 
Intricate non-stop sound effects 
while à program runs, or make 
two programs run at once — or 
all three at the same time! The 
software  multitasks rather 
crudely, executing lines from 
wo parts of a program 
alternately, 

Mega BASIC has simple, four- 
character-size animated sprite 
graphics. The eight sprites can 
move, changing shape automat- 
ically, while the program cont 
rolling them does something 


ElUUI na 


Hr MOVE ig 
pe TM TN Todo. o ils 


| else. K amazes me that Laser 


BASIC did not include this fea- 
ture — in fact it DOES appear in 
the Amstrad and Commodore 
versions of Laser BASIC. 


The Mega BASIC Sprite De- | 


signer was a bit of a disappoint- 
ment since itwasn't recorded on 
my cassette. We got a replace- 
ment at the next Microfair and 
found it to be a competent but 
unimaginativelywritten  pro- 
gram — not as good as the 
character designer on the Hori- 
Zons cassette, for instance. It is 


written in Mega BASIC, which | 


makes it rather sluggish, but 
decent results can be obtained 
with a bit of effort. 





'COMPILER? 


Last month | looked at Ocean's 
Laser BASIC — a set of graphics 
extensions to ZX BASIC — and 


| mentioned the fact that a 'com- 


piler' for the extended la 
was promised, The Laser BASIC 
id has turned up, and it's 
very, well, interesting, 

For your £9.95 you get à crush- 
proof plastic box, an eight page 
AS manual, and one cassette. 
One side of the tape contains the 
compiler, “run time routines' 
and.a loading program. On the 
other side there is a compiled 
copy of the Laser BASIC dem- 
onstration package. Curiously, 
many of the effects do not seem 
to to have been accelerated by 
the compiler, and some of the 
others are now noticeably more 
flickery. 

The press release we received 
with the program says that the 
Laser Compiler will turn Laser 
BASIC into fast machine code”. 
The packaging is less forthright, 
promising only that 'compiled 

rograms run typicalhy twice as 
ast as their interpreted equiv- 
alents”. 
toned down still further to “prob- 
abiy only a factor oftwo or less”. 


| You are allowed to sellcompiled 


in the manual this is | 





programs to anyone, and 
purchasers do not need the 
Laser BASIC interpreter. 


LASER DRILL 


The LASER Compiler is not easy 
to use. For a start, you are not 
allowed to load it while the main 
Laser BASIC system is in mem- 
Ory, 50 you have to save your 
program, reset the Spectrum, 
and reload the BASIC before 
you can load the compiler. You 
also have to clear 6K of memory 


before you load the compiler, or | 
t wont work. The program. 


really should do this for you, 

Once the compiler is loaded 
ou set itoffwith a RANDOMIZE 

SA command. The system 
ovenwrites your original BASIC 
as it works, and it “gives up” as 
soon as an illegal command is 
found, spitting out an error 
message. You have to reload 
your SIC, correct the problem 
and try again for every single 
error, one one. This is irrit- 
ating even if you've got Migro- 
drives — with cassettes it is 
mind-numbing, especially as 
not all of the error messages are 
listed in the manual. 
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PRICES 


NEW GUINEA, SAULY ARABIA, 
SWEDEN, SHITZERLAND and 


YOU DO NOT LIKE ne ESTIMATE 


WE WILL RETURN THE COMPUTER 
EIMBABWE — sand their Spectrums to AMD REFUND THE POSTAGE INCURRED 


MANCOME for repair! 


TURNAROUNO NO-QUHBBLE | 
GUARANTEE NO HIDDEN COSTS, 
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Because we repair hundreds of a mena 
computers every week, we are Manchester M19 3JP di 
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OR 061-224 9858. 
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- We bring down the prices for | 
repairs and components! 
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— Luckily, 


| calculated 
GOTOs, 
TOREs, CLEAR 15 prohibited and 


array dimensioning works in a | 


slightly different way — arrays 
are pre-built to a fixed size if 
possible. Microdrive data files 
are banned, but other Micro- 
drive commands are allowed. 
There's no program text after a 
compilation so LIST, MERGE 
etc, obvioushy don'twork. 

The compilation process is 
very, very fast. Benchmarks 
compile in the blink of an eve 
and a 300 statement program 
was processed in under three 
seconds. | didn'tfind any bugs in 
the resultant code, but — as we 
shall see — that is hardly 


prisina, 
he code can be saved and 
loaded in the normal way, but 
fe listing has disappeared, to 

be replaced by a dummy PRINT, 


DOMIZE USR call, and a | 


di le of lines containing all the 
DATA and DEF FN statements 
from the original program. The 
'compiled code” is stored invisi- 
bly thereafter. 

he tape-twiddling is not over 
| once the program has been 
compiled. Believe it or not, you 
can't use the compiled code 
when the compiler is loaded! 
You must first load the “run time” 
routines that process Laser 
BASIC commands. These rou- 
tines have to be loaded in place 
ofthe compiler. 


TIME TRIALS 


| This elaborate procedure meant 
| thatl was not able to perform all 
the usual benchmarks, but | did 
| try a simple IF test, A loop that 
took 39 seconds in ZX BASIC ran 


in 28 seconds when compiled. | 


This was a very disappointing 


result — much slower than an 
other Spectrum BASI 
compiler. 


| decided to try the Laser 
rbd on a “real” program — 
MR eddeo listing from a mow- 
nct magazine, The program 
was written in straight-forward 
BASIC, where it took, on aver- 
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the Laser system 
doesn't impose many restrict- 
ions. You're not allowed to use 


line-numbers din 
GOSUBs and RES-| 





Fe, 39 pesso to “generate a 
maze. In “fast machine code” — 
Úcean's term, notmine — it took 
35 seconds. In other words, the 
Laser Compiler made no useful 
difference to the speed of the 
program. 


| tried a few other tests and | 


they confirmed my impression. 
This 'compiler' was just making 
a few minor changes to the 
format of the program and 
'hiding' the listing to make it 
look as if ithad been compiled. | 
analysed a 'compiled' program 
fila and discovered that it con- 
talned all the normal program 
text, keywords, variables and all 
— you could read the listing 
straight off the screen, and there 
was no sign of any machine 
code. 

The re-ordering of data and 
definitions makes little differ 
ence to the speed of the code. 


| The only other changes seemed 


to affect line-numbers and IF 
statements, where (| assume) 
addresses rather than numbers 
were used. This is not, in itself, a 
eseid trick, since a program to 
the job was listed in Your 
Com puter azine over a year 
or 50 ago. Beta BASIC does 
something similar when pro- 
cessing loops. 
| can't recommend the Laser 
BASIC “Compiler'to anyone. lt is 
| expensive, hard to use and — in 
| the final analysis — almost use- 
less since it makes lítile differ- 
ence to the 'ofmost BÁSIC 
programs. 
sighted of Ocean to launch this 
peeqrarA on their mew TO label. 
t is not à compiler at all, in the 
usual computer-programming 
sense, because it uses the same 
tokens as slothful ZX BASIC. 
There's no sign of the “fast 
machine code” generation pro- 
mised in Ocean's press release. 
The Laser 'compiler' may be 


| useful to those who want to 


market programs written using 
the Laser BASIC interpreter, but | 
cant believe that there will be 
mary of them, and the package 
does seem to introduce extra 


| graphics flicker. The runtime 


system should have been part of 
scan BASIC package to start 
ant 


kk iso most short- | 


A couple of months ago | 
explained the details of the 
Lensiok security system in 
CRASH. That explanation 
obvious!y came too late for 
Firebird, who seem to have 
made a mess of their 
implementation on Spectrum 
Elite. 

In RrinciDis, Lensiok is a good 


apieda — it |5 BASy LO USE, 
gap, and itworks, as long as 


We hava hear rom o people 
| who are having trouble with the 


pe 
aloadof a fic. 
result is that certain keys or 
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VULA with ith the edge 


“components: are missir 
computers with the revised ULA 


the display is at least ten 


| centimetres wide and the user 
| looks directly through a properly | 


folded lens. 

The software industry 
desperately needs a way to stop 
home copyina.  Lens/ok — ora 
similar system — fails, then all 
honest software buvers will 
sufter as a result, Unfortunately, 
Firebird seem to have made 


| several mistakes, and Lensiok 


Spectrum circuit board, The 

LA is the big chip inasocket, 
with Ferranti written on the top: 
There are two sorts — the first 
quus Heeit HA fEque 1ania 





RE 
more o lúck than by design, 
and itgot very hot — the later 
ane was more reliable. 
“Youcan tell which version you 
need. looking atthe circuit 


board. F 

instructions to. take the 
computer as 
Spectrums 


rt; Early 
E] four adjustable 
components, with screwdriver 
slots, atthe left hand side of the 
connector | 
pointing away from you). A asia 
ro 


-— machines fróm late 19 


ormwards. 
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SPACE TR ADERE — 
HT T RAINING Ma 


| isn't universally loved, if the 
contents of Lloyd” - posthbag are 
anything to go 

e first mistake was to install 

Lensiok wrongly on some 
copies of Spectrum Elite. It is 
quite impossible to use ong 

| production copy that was sentto 
CRASH, unless you deliberately 
ignore part of the instructions. 

Before atternpting to use the 

lens tô unscramble the pattern 

| of dots displayed on your 

| screen, you have to let the 

| Lenslok system know the size of 
your telhy screen. Rather than 

| type in the appropriate 

| measurement, in inches, cubits, 

| nautical miles or whatever, YOU 
adjust two lines on the screen 
until they are a known width 
apart — the width of the lens 
holder, which justhappens to be 
100 mm. The computer keeps a 
count of the number of pixeis 

| between one line and the other, 
so it can convert from pixels to 


millimetres (on your telly) with 
gase. 


WRONG SUMS 


Unfortunately, Firebird got their 
sums wrong. À mistake in their 
code means that you have to set 
the lines substantially wider 
than the instructions would 


| have you believe. tis nottoo 


difficult to do this, ifyou use the 
scrambled display of the letters 
“'OK' to work out the correct 


setting, butyou fail completely if | 


vou do justwhat you're told. 

Firebird have owned upto a 
different problem, which makes 
the system completely unusable 
in some cases. Lens/0k uses the 
lens asa key and the software as 
a lock, Codes in the program 
produce graphics which can 
only be read through a particular 
lens, Firebird have shipped the 
wrong lens — the wrong key — 
with some copies of Elite. 

There are millions of possible 
lenses, just as there are millions 
of possible keys for most locks 
(except the one on the Editor's 
van, which could be opened 
with angina sharper than a 
milk-bottle). f you use the 
wrong lens, the lok' stays shut. 

You can check your copy of 


| Elite by prising the small 


transparent lens from its orange 
plastic holder. Unless you are 
needlesshy violent, you'll find 
two small tags pro jecting f rom 
the side of the lens. lí there's a 
letter A onthe lens, all is well; 
but ifthere's a letter 'B vou ve 
got the wrong lens, and no 
amount of peering at the screen 
will decipher the scrambled 
display. 
irebird will replace a type 'B' 

lens ifyou send it back to them. 
They'll also send you a free 
game as compensation for the 
time you've wasted, 

lhope that Lens/ok survives 


| these problems, because ithas a 
| otofpromise. ltwould be a 


| great shame if people were put 


off the idea because of teething 
problems. Whatever happens, 
we'll keep vou posted. 


MICRO-DRIVING 


Intheias t few eecks we've been 
deluged with post from LYY 
Tomlin, who se to have 
À gen updating his Microdrive 
Doctor Program an almost 
y basis. He doesn E dates 5 


[ a Duty We think 
E pao E6.50 for 


| The rd ram 5 NOWy publisimed 
by Pipeg systems, 01 151 
Millbridge, Dollis Valley Way, 
Barnet, Herts ENS 2HU, 
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En mi Jeh IMPpro manual, with 
UPS: FS are 
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default 


New commands are; 
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Which selects a new 
drive; *RE2 list the sector 
numbe rsofa given file: and 
“LOAD "SAVE, “FORMAT, 
ae NV and * MERGE Ela 
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Ifvou use M 
program is an 
vou used to us 
and gave Ups 
they dia, Mi FrV 
imigh | restore vir o th, and 
perhaps your data too, Highh y 
recomimended 
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EE a 
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can rid of most dot 


gor on tha aeroan bri stting 
the computer warm up and 
turning the metal screw in lhe 
middle ofthe component, Use 
an insulating device, such as a 
plastic spoon, to tum the screw 
— à metal tool will disturb the 
circuit, and it could fall into the 
works with potentialhy 
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THE BEST BACK-UP INTERFACE 
100% success! 


£35.95 SPEC-MATE £35.95 


Automatic one touch transfer to 
MICRODRIVEGWAFADRIVEBBETA-DISC 
TAPE*TAPE DOUBLE SPEFD*OPUS (see below) 

“THE TRANSFER PROCEDURE |5 SIMPLICITY ITSELF" — 
CRASH MAGAZINE 


1. MAKES INDEPENDENT BACK-UPS/TRANSFERS OF ANY 
PROGRAM, 


2. e o PORT INCLUDED you can keep SPEC—MATE 
attached if you want, but don't have to) 
3. NO AD FIONAL SOFTWARE REQUIRED. FAST, DIRECT 
AUTO-TRANSFER 
4, ipi PROGRAM AT ANY POINT (can be used to save 
ame o 

- FINAIS! ED IN SPECTRUM: STYLE BLACK CASE. 
5 ADD POKES WITH EASE 

7. CONVERT ANY PROGRAM INTO A TWO MINUTE RELIABLE 


FAST LOADER. 
B. ANY PROGRAM CAN BE MADE CHALLENGE SPRINT 
COMPATIBLE. 


NB. TRANSFER TO OPUS IS IN TWO SIMPLE STAGES lextra 
are required charged at £2, gi contact us for details) 


order 
AT. AY. COMPUTING Lo, 35 VILLA ROAD, 
LONDON SWS NC 
Information: Tel: 01-733 6175 or send 5.8.8. 
Fulhy inc. price [35.95 opa E37.95) Overseas: Eur. plus £2 
hers plus £4 
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Romantic Robot's MULTIFACE 
ONE follóws in the footsteps of 
earther FAST-SAVE interfaces 
such as INTERFACE Ill and 
MIRAGE, but incorporates extra 
facilities. lt provides an auto- 
matic SAVE facility for cassette, 
Microdrive, Wafadrive and var- 


Dus disk drive based Spectrum | 
systems, features a Kempston | 


type joystick interface and has a 
composite video output connec- 

These three ingredients impr- 
ove the performance of the 
spectrum by providing a more 
versatilo storage interface, a 


port for the obligatory joystick | 


and a crisper screen picture, 
MULTIFACE ONE supports the 
OPUS DISCOVERY and BETA 
disk interfaces directly and other 
drives can be accommodated by 
saving programs to tape in a 
manageable format. These can 
then be loaded without MULTI- 
FACE ONE into the computer 
and copied to disk. 

The unit plugs in as usual onto 
the edge connector; the joystick 
'5 connected to the 9 way joy- 
stick plug on the lefthand side 
| and the video cable to the phono 
plug on the righthand side of the 
interface. With a Microdrive sys- 
tem the MULTIFACE ONE 
should be plugged in at the back 
of the INTERFACE 1 unit, but all 
other storage devices, WAFA- 
DRIVE, OPUS and BETA, must 
be connected to the extension 
port of MULTIFACE ONE. Al 
software functions are initial- 
sed by pressing the ubiquitõus 
red pushbutton. 

The joystick interface is Kemp- 
ston compatible, which means it 
is port mapped to address 31. 
The joystick function can be 
checked by pressing the red 
button and then SYMBOL SHIFT 
and À which should cause the 
data values to appear at the 
bottom right of the screen when 
the joystick is waggled. For the 
BETA disk interface the Kemp- 
ston joystick interface must be 
disabled as it interferes with the 
disk drive operation. This is 
done by opening the rear cover 
and cutting a mire link close to 
the joystick connector. 

The video output is not gener- 
ated by MULTIFACE ONE, but is 
taken directly from the Spec- 
trum's edge connector. This 
means some Spectrum owners 
may not find any signal on the 
output of their unit as it seems 
some machines do not have the 
video signal available at the 
edge connector. Some Spec- 
trum ommers may find the signal 
very weak and noisy and see no 
| improvement in picture quality. 
The familiar dot crawl will per- 
| Sist, às the video signal is gener- 
ated from intermodulation of 
the colour carrier frequencies 
| required for the standard PAL 
video signal. The quality of even 
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a perfect PAL composite signal 
will never match that obtained 
with the separate RGB signals, 
but composite video provides 
an. improvement in picture 
sharpness at least, 

The save facility is obtained by 
bos the red button. This can 

done at any time, regardless 
of the program running. MULTI- 
FACE ONE freszes the current 
program and displays a list of 
options on the bottom two lines 
of the screen. EXIT provides an 
exit from MULTIFACE ONE and 
the program. This allows you to 
study, alter or customise the 
program but only on the con- 
dition that the computer doesn't 
crash on exit, which depends on 
the existence of standard sys- 
tem variables. RETURN gives 
the control back to the current 
program, SAVE initiates the 
save routine for screens Or prog- 
rams. POKE provides a facility to 
POKE and PEEK any part of the 
Sspectrum's memory, 

Selecting SAVE generates a 


| prompt for the file name, which 
| can be 9 characters long. HF only 


ENTER is pressed the program 
automatically enters RUN. With 
the BETA drive the name is 7 
pr atiara FORg a ENTER on 
ts owvyn will provide the name 
BOOT 


Ônce the filename has been 
selected a menu appears: 
SCREEN saves a screen on its 
own; PROGRAM saves both 
screen and program and is the 
default setting. Then you need 
to specify the device you want to 
save to which can be TAPE, 


'OTECHONICHEDTECHONICHEDTECHO 
MULTIFACETTED DEVICE [| 


MULTIFACE ONE from Romantic Robot. The magic red button helps 
vou save your cassette programs onto fast storage media and there are | 
a few other goodies included in the package... 


MULTIFACE ONE automatically 
detects mf UPUS DISCOVERY or 
BETA is connected and follows 
the correct procedure. The prog- 
ram or Screen is then saved to 
the selected storage device. 
Programs are always saved in 
four parts: a BASIC loader, the 
main code, the screen and the 
operating code, MULTIFACE 
saves the contents of the com- 
puter (the RAM IMAGE) in a 
compressed form. There is an 
abort facility at every stage of 
the process — BREAK brings 
vou back to the current cmol 
most cases MULTIFACE ONE 
need not be present to reload 


| the a degli ithas been used to 


save. lhe only disadvantage is 
the distortion of the top third of 


the screen, which usually gets | 


updated by the program any- 


na. 
ypically, a 16K program 
occupies 53 sectors (about 13K) 
and loads within 10 seconds on 
a BETA drive. This compares 
favourably with the MAGIC 
BUTTON facility of the BETA 
itself, which saves the whole 
48K, without compression, onto 
192 sectors. If you want to save 
space you have to name the file 
and copy it to another disk so 


| that several programs can be 


stacked. MAGIC BUTTON only 
operates with pi ag single 
sided formatted disks. MULTI- 
FACE ONE can store up to 24 16K 
programs onto a doublesided 40 
track disk without renaming and 
recopying files. 

MULTIFACE ONE has 8K ROM 





CARTRIDGE, WAFER or DISC. | for its own software and BKRAM | 


as bufler area. The RAM can be | 
used to store data and machine 
code routines, utilities, tools and 
so on, if required. The RAM sits | 
below the screen area and must 
be paged for access. This can 
onhy be done in machine code. 

MULTIFACE ONE performs 
well with all the storage devices 
listed, The compression tech- 
mIquEe assures economic saving 
and fast loading ofany program. | 
The system is well protected 
against erroneous usage with 
different error reports for the dif- 
ferent systems. An extra facility, 
JUMP, should be implemented 
quite soon and will allow users 
io JUMP to a specific location in 
memory. and execute code 
beginning at that address. Use- 
ful 1f you have a Disassembler 
lurking in memory, perhaps ... 
Extensions to the PEEK and 
POKE functions are also planned 
— at present the facility only 
works in decimal notation, but 
the upgraded unit will offer a 
Hex display option and be cap- 
able of revealing the contents of 
the Z80 registers. Direct compat- 
ibility with the Kempston KDOS 
system is also planned for the 
future. In all, a worthwhile buy, 
especially for ommers Of fast 
storage devices, | 
Franco Frey 


Multiface One 
Producer:Romantic Robot. 
Price: f39.95 
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Tasword fl has been out for 
| Athos two years now. During 
that long space of time it has 
pushed aside a number of 


essing programs with the great- 
est of case. But fears are grow- 
ing for its Safety as market 
igader, as Oxford Computer 
Publishing (creators of Art 
Studio) cada out a new offering 
called Word Manager. As soon 
| às Word Manager arrived, it was 
out with my dada and dise 
drive to see if this den 
was really going to topple Tas- 
word dl off its (by now warm) 
perch. . 

As a dedicated Fasword Il user 
— [ve had a copy since it was 
| first released — | was pleased to 
see that OCP understand that 
Tasword Ilhas got a firm hold on 
| the Spectrum Word Processing 
| World and there are lots of Tas- 
word files sitting on cassette 
| already. Thoughttully, OCP have 

included a facility in Word Man- 
ger which allows you to LOAD 

asword files into their word 
processor with the greatest of 
ease. Only the slightest amount 
of editing is needed — a few 
sabe idogel E may have got 
join together in justifyi 
need to be separated. | E 

“OCP have also given great 
thought to the compatability of 
ts product with the peripherals 
controls. Vihen loading for the 
first time you are presented with 
an option of setting up Word 
Manager with the built in mach- 
ine code routines (17 to be 
precise) for Db printer. HF your 

rinter interface is not included 
in the menu then don't despair if 
You can't implement your own 
| machine code routine, get in 
touch with OCP for assistance. 
- Fast access backing store per- 
“Ipherals are also taken into con- 
| Sideration with a host of differ- 
ent versions of the software 
available to complement your 
hardware — and if you've got a 
Microdrive or OPUS disc drive 
then you don't have to pay any 
extra (but the OPUS drive does 
provide BASIC microdrive com- 
patability). 

When compared with Tas- 
word dl knock for knock, Word 
Manager has a large number of 
extra features and extensions 
which, to my mind, give it the 
| edge over the current market 
leader. lt is a more flexible and 


in the final analysis: 


THE FEATURES 


Insert Mode: Insertion of char- 
acters without overwriting. In- 
id mode can be switched on or 
Of. 
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attacks from other word proc | 


more powerful wordprocessor | 


Fast Edit: The cursor can be 
moved around word by word 
and page by page, 

Deletion: Allows a letter, word, 
line; block or paragraph to be 
deleted all commencing at the 
cursor position. You are also 
allowed to change from deleting 


“to the left of the cursor to delet- 


ing letters to the right of the 
Cursor. 


| Moving Blocks: Text blocks of 


any size can be marked and 
moved or copied to the present 
cursor position very rapidly. 

Moving Cursor: The cursor can 
be moved to the start/end of 
text, and last cursor position 
when re-entering the text file 
from menu. |t can also jump to 
the start of the present line and 


the startfend of the present | 


paragraph. 4 
Codes: Can produce new 


- paragraph marker or tell the pro- 


“ad not to justify this line. À 
atch code can also be placed to 
tell the printer to start a new 
page, ie add one to page number 
displayed and produce a blank 


| line to separate it. 


: These are 
placed when using OCP's Ade 
ress Manager with Word Man- 
ager, and mark names, address- 
es and telephone numbers. 


' Searches the | 


script for a specific word/letter. 
You can also delete all occur- 
rences of a word/letter in the 
script from the beginning or 


from the cursor position. The 


word/letter selected can also be 
changed for another if vou wish. 

abulation: The TAB function 
allows the user to vary the 
column that the cursor returns: 
to when entering a line, this is 
useful when preparing tables. A 





MANAGING WORDS 


Oxford Computer Publishing's Spectrum Wordprocessor is put through its paces by Ace 
reviewerperson, Dominic Handy 





— — 





Do Not Justify hatch code has to 
be positioned at the beginning 
of each line otherwise “your 
table willbe completely screwed 
up' as the manual puts it. 
ustifying: Justification (sprea- 
ding the line out along the 
screen to produce an even edge 
to the text file) only occurs when 
a paragraph is completed, You 
can opt to justify a complete 
document, and can to put 
hyphens in the words split over 


two lines, Left or right hand 


inte 
se j 
Miscellaneous: Text can be 
centred on a line; words can be 
swapped round — eg | am bee- 
omes am |; blank lines can be 
inserted. 


GETTING HARD 
COPY 


justification can be 


The printer applications are very 
impressive and allow the user to 
change the width of the printed 


“line from 1 to 128 characters. 


Line width should be adjusted 
before you start, as it tends to 
muck up the justification if done 
halfway through writing a script. 
The screen line simulates the 
printer, stretching the 80 col- 
umns of the printer over two 
screen lines, which | found very 


hard to get used to — but it | 


seems to work alright. 

The Printer menu allows you 
to have single or double spacing 
between printed lines. It also 
allows you tô use continuous 
paper or single A4 sheets to 
print on. The script can be 
printed in its entirety or from the 
cursor position, and output 
stops when a block marker is 
encountered, Page numbers can 


| be printed inthe centre at the top 


or bottom, or at the top right 
hand corner — ór they can be left 
out altogether. Page numbering 
can commence at any number. 


Printer Codes 


Untike  Tasword 4, Word 
Manager uses ASCIl symbols for 
printer codes and not the easy to 


| use preset 'graphic' symbols. 


This can get awkward if you 
want a lot of different styles in 
vour text file, but should present 
no problems when writing let- 
ters. | 

One problem | found in my 


version was that | couldn't print | 


the infamous pound sign on the 


rinter while using Word 
anager, but Im sure it's in 
there somewhere! 
Multi-Tasking 


Word Manager also features à 
very clever Tast/slow print opt- | 
mon which simulates multi 
tasking (doing more than one 
thing at once) when printing. 
This means that you can choose 
to have the text printed and if 
you see any mistakes in it during 
Do eia you can change them 
by editing the text at the same 
time, then print it out again. 
File Reports 

| was very impressed with 
Word Managers comprehen- | 
sive file report facility, which 
gives information on the current 
cursor position, memory (in 
characters) used, memory 
remaining, and the all important 
word count which is very, very 
useful for us reviewers. None of 
these features exist in Tasword ll 
but an extra piece of software 
ea be bought which will add 

PM. 


SUMMING UP 


The main thing that strikes you 
about Word Manager is that it 
doesn't justify or word-wrap at 
the end of every line which is 
confusing if, like me, vyouíve 
been using Tasword Il for ages. 
Also, | was & bit unhappy not to 
be given a small “window at the 
bottom of the displayed text tell- 
ng me the lineicolumn my 
cursor was at. The cursor 
doesn't flash, and | found life a 
little confusing at times... 
Overall, Word Manager is a 
much more professional word 
processor than Tasword Il. ht 
contains more features and is a 
Page Hexible pisce of software. | 
feel it falis down a little, because 
in nearty every case you have to 
access some sort of menu to use 
the extra or expanded features. 
Despite this, | feel that Tasword 
il has finally met its match with 


| this very professional word 


processor from OCP. The pack- 
age includes a detailed manual 
— nearly fifty pages of explan- 
ation — and a freebie copy of 
Address Manager for 32 column | 
printers such as the Alphacom 
and ZX Printer. All in all, a tasty 
ja age. Tasword |! watch out! 

he Word Manager has come to 
take the words out of your 
mouth. 


ita Tape/Microdrive/Opus Disc Drive Versions 


Kempston & Watford Electronics SPDOS versions 
£19.95 
Publisher: OCP, 77A Packhorse Rd, Gerrards Cross, 


Bucks SL9 BPQ 








A COMPLETE OFFICE 





Ten runners up 
will win the 


Oxford Computer Publishing are 
very keen for you to try their 
Word Manager software for 
yourself. So keen, in fact, that 
they have decided to hold a 
competition for CRASH readers 
who fancy their chances at a bit 
of creative writing using Word 
Manager. 

The top prize in this competit- 
tom |S a Pim indeed — a 
Rotronics Wiafadrive with the 
Complete Works from OCP on 
Wafa and a Quendata DWP7120 
daisy wheel printer. Enough to 
set anyone up in business as a 
computer bureau! Ten runners 
up will collect the Complete 
Works on cassette. Worth 
around £120, that's a mean col- 
lection of software... 

OCP publish a suite of five 
programs, including Word Man- 
agerthat could form the basis of 
a very useful office computer 
system built around the Spec- 
trum. Finance Manager is an 
easy to use, menu driven acc- 
ounting package which would 
prove useful to any Spectrum 
owner involved in preparing 
accounts and dealing with finan- 
cial planning and budgeting at 
home or in an office. Stock Man- 
ager allows the user to keep 
track of up to 600 different prod- 
uct lines on cassette (up to 6,000 
on disk), and deals with invoie- 
ing, stock levels and product 
details interactively. Address 
Manager helps you keep track of 
up to 400 full names, addresses 
and telephone numbers that can 
be indexed in three ways. In 
conjunetion with Word Man- 
ager, address files can be used 
to produce mailshots. the VAT 
man scares you, then VAT Man- 
ager could come to the rescue 

hen it's time to prepare those 
dreaded quarterly returns — ft'5 
a menu driven program that can 
sort out all your invoice details 
and present an analysis ready to 
go onto the VAT 100 form. 

All five of these business or 
club oriented prog are 
compatible with Microdrives 
and a host. of printer interfaces, 


and can produce professional 
copy across 80 columns. These 
guys mean business! 

nd of course OCP has a foot 
firmby in the utilities market, 
with a Master Too! Kit contain- 
ing a number of useful machine 
code routines to make any próg- 
rammer's life easier; Machine 
Code Test Too! which should be 
at the right hand of anyone mov- 
ing into the world of machine 
code as it makes entering and 
testing hexadecimal machine 
code routines much less painful 
and there's a complimentary 
ditor Assembler for putting to- 
gether that machine code 
masterpisce. 

f all this serious Spectrum 
using tires you out, you could 
always indulge in a bit of light 
ai with 5 Video Pool, 
Casino Royale or play a little 
chess with The Turk. 

Al these programs could be 
yours, and if you're lucky, you'll 
get them on Wafadrive with a 
printer throven in! What we want 
you to do is write an anicie of 
some 1,500 to 2,000 words in 
length that you think CRASH 
readers might like to see in their 
magazine, 





Má fd 


g 


You could write a fun piece 
like the Diary of 2186 in this 
Issue, Or à serious article on an 
aspect of computing or the state 
of the software industry, a short 
story, a One Act play, an Ode to 
the Spectrum, an analysis of the 
serious side of microcomputin 
ora letter to your Granny expl- 
aining what these new-fangled 
micro thingies are. lt's entirely 
up to you what you write, but 
you must use Word Manager to 
prepare vou entry. 

We're going to give you quite 
a while to get your copy of Word 
Manager, learn how to use itand 
then create your masterpiece, 
Three months, in fact — you've 
got until April 24th to send your 
cassette containing a Word Man- 
ager file to the OCP COMP, 

H, PO Box 10, LUDLOW, 
SHROPSHIRE. Admittedly, 
you've got to lash out about thir- 
teen quid to enter, but even if 









ISy 


SYSTEM FOR YOUR SPECTRUM | 


Complete Works 
from OCP 


vou dont end up with a tasty 
prize, you'll end up with a very 
tasty word processor. Oh, and if 
vou have any difficulty in getting 
hold of a Copy ofWord Manager, 
don'tforget Auntig À gie in Mail 
Order is a very helpfu soul. So 
long as you don't ring her while 
és having her din-dins, that 


1& 



























FA Wafadrive and 
Wheel printer 
on offer from OCP 
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For the firsttime the Football Association has fully endorsed a computer 
football game. It is a realistic football simulation which lets you take 
10 teams through the competition from the First Round. 


Tony Williams, celebrated author o!” League Club Directory" and “F.A, Non-League 
Club Directory” has provided authentic up-to-date home and away form for a total 
of 1244 League and Non-League teams. 

You must decide whichaches your teams use ihroughoutthe various matches and 
you must make mandgenal decisions which may well eHectihe morale of your team 
and subsequenliyithe score! You may representa local team andifyou are 
lucky enough to receive the benefitofa “giant-killer” vour team may even experience 
a dream cup run! 





Above all, The Official FA. Cup Football game comes up with realistic results 
that's why the Football Association have given it their full approval! 


Available for Spectrum 48K, Commodore 64/128 and Amstrad CPC 464/664/6128 
io Cr pn Reta CABRERA Rara o RU a ara aee AR E 
MN E SEND Ra E SÓ A RL 


spectrum48KL] Commodore 64/128[] Amstrad CPC 464/664/6128[] 
Tick appropriate Box 
All versions of F.A. Cup Football cost £7.95. Please make cheques and postal orders 
to Virgin Games Limited and post to the address on this advertisement. 
Please do not postmoney. 


Virgin Games Ltd, 2-4 Vemon Yard, 119 Portobello Road, London W'1l 2DX 
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certainly worry you is that you live in a society that ignores 
computer software for these very same reasons. We live in Ecras 
where people are more concerned with losing their | than 
entering new ones, more concemed with showing deference to 
employers than telling them what's what (uniike Japan where 
workers are actively involved) and where factories are closed rather 


E would like to turn my thoughts this month to a 
= matter which has been 
dg As | go about my everyday lite | meet people, both 


on my mind for some times. 


> y poung and old, who are surprised at what | do for a 
E vin 





A g and are then interested in just what kind of a 
“: world games software is. In particular, they marvel 
at how young programmers are, and at how easy kt 
| Às to enter the fie 


are factors which the 


“* average CRASH reader will be very familiar with. 
eeply concerns me is not the youthful nature of this industry, 


nor the lack of job security for established programmers, nor the 
ever increasing standards of new software and the exacting nature 
of today's pegaria No, none of these things worry me and 
neither should they worry you. However, what should most 





Producer: Level 9 
| Price: 


: E9.95 
Author: MN, & P Austin 


The Silicon Dream trilogy, 
cam pri by the text-only Snow ball 
and followed up by Retum to 
Eden, is now completed with 
The Worm in Paradise. Being the 
third part of a trilogy, this game 
is guaranteed a lot of sales but 
the game will make perfect 
sense without playing the other 
two, and it has enough worthy 
features to recommend it on its 


OWN. 

The story takes place on the 
planet Eden, one hundred years 
after the time of Snowbal! and 


| Return to Eden. You are a citizen 


of Enoch apolis, the first 
and smallest of the domed cities 
which support Eden's popula- 


THE WORM IN PARADISE 


tion of half a billion people. 
There is no contact between the 
human populations inside the 


domes and the world outside, so | 


rumours of alien life forms on 
the planet are rife. It is said that 
belo Agel regularly seen 
and that intelligent moles live in 
sor tunnels. | 
The game takes place durin 


d 

the reign of the third Kim, am 

Eden is run as a benevolent | 
burgaucracy. This is the para- | 


dise of the title, where the silent 
majority live in the peace cre- 
ated by full employment, no 
crime, good housing, and more 





than improved or, heaven forbid, reb 


ui, 


Recently much time and space has been devoted in the media 


youth opportunities and careers, much more than in my 


day when there were far more career openings. Allthe old nonsense 


is still there about anal 


lysing your best skills, aptitudes etc etc. What 


use is this advice if it leads a pupil down a road where there are no 
bs, and where it is nigh on impossible to work on a sel-employed 


sis in the field? 


With all due respect to old people, the future of Britain as a trading 


nation lies with the 
tumed 


young of the country. Young minds can be 


to useful occupations or be left to wander in a confused 
vacuum. The answer does not lie in better careers guidance. The 


answer does not lie in prantira sit 
he 


age-old teenage problems. 


iicial work or forever raking up 
answer is to encourage high 


technology and to train young people in how to use it. 


entertainment than is possible 
to enjoy in a lifetime. There is no 
way to challenge the system, but 
what right-thinking individual 
would wantto? 

The politics of Enoch are 
curious and take Reganomics to 
their logical conclusion. Govern- 
ments can theoretically run at a 
profit, extorting no taxes from 
their citizens but getting income 
from such sources as fines for 
criminal offences. This involves 
tight controls on services and 
routine supervision of the por 
ulace to catch trouble-makers, 
Millhons of robots, immune from 


14 
e quê 


“and parily by 
| patient care. Making medical 





corruption, vvork tirelessly to run 
the state as the Government | 
wishes. Robots do all the im- 
portant work and most of the 
menial jobs. kt is difficult to tell 
whether humans are the leisu- 
red aristocrats, or the pets of 
robots. 

The Enoch Police naturally 
enough tum in a profit. Fines 
rather than imprisonment, re- 
wards to informants, summary 
ustice to cut court costs, and 
Ings on every small vice ensure 
a steady stream of money to- 
wards the long robot arm of the 
law. Enoch hospitals also make 
a profit, partiy by the re-sale of 
body parts tô ageing recipients 
harging for in- 


advice freely available via com- 
puter and minimising the time 
patients spend in hospital helps 
to tum costs into profits. In the 
larger scheme of things the 
people of Eden, originally in- 
tended as a source for future 
colonists, are left with no further 
role to play as the robots and 
machines mine every asteroid 
and hollow out every moon in 
ar path, and build people on 
sita, 

The story behind this adven- 
ture is much better than the 
normal hotch potch which ac- 
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Producer: Melbourne 
House 
Price: £ 15.95 
companies other games. The | Author: Philip Mitchell & 
plot has real depth and relev- Beam Software 






ance, a bit like the famous Star 
Trek TV scripts. As with Star Trek 
this game has a fair sprinkling of 
humour to sweeten what is. quite 
a bitter task, that of changing an 
| inhuman buregucracy into 2. 
society where humans are 
worth something beyond just | 
gera sebos fodder (that is, if | 
got the gist of the plot right from 
the amount of the adventure | 
completed). 
| Fou begin within a dream 
where vou find yourself in à 
arden. Following the worm you 
el pleased with yourself for 
getting somewhere whereupon 
you suddenhy make up!  be- 
| Comes clear that you have been 
dreaming. in a pleasuredome 
and, leaving your visor aside, 
you can begin the adventure 
proper — unless vou were 
dreaming ofa dream withina... 







Ever since The Hobbit was 
released by Melbourne House, 
games players everywhere have 
eagerly awaited the computer 
verston of JRR Tolkien's great- 
est work, The Lord of the Rings. 
The Hobbit computer game was 
widely regarde 
best programs to run on a 
Spectrum and even now it still 
stands as one of the best ad- 
venture games you can buy. lts 

















to its Immense intricacy of plot 
and the high competency of its 
programming. Lord of the 
Rings, dealing with the story 
found in the first part of the 
trilogy, The Fellowship of the 
Ring, sacrifices some of the 
programming panache cf The 
Hobbit in order to offer as wide 












possible on a Spectrum. Pio- 
tures are relatively infrequent, 
and where they do pop up, are 
nothing to get excited about. 
The program is undeniably slow 
and the glaring white back- 
ground to the text gives the 


The Worm in Paradise evolved | 
| alongside a 12 month enhance- 
ment on Level 9s very own 
adventure system. Standard 
features include a 1,000 word 
vocabulary, a very highly ad-. 
vanced English input, memory | 
enhancing- text compression, 
“the now familiar and very much 
appreciated type-ahead, and 
multi-tasking so a player need 
never wait while a picture is 
drawn. To be honest, the gra- 
phics take imaginative skills a bit 
too far and most of the pictures 
can only be described as poor. 

e story, descriptive depth, 
vocabulary, and the many soph- 
isticated features go to make 

Level 9s latest a really good | 
adventure game, 


Wo ANTES 


Difficulty: no push over 
Graphics: imaginative, but poor 
Presentation: good 

' Input facility: sophisticated 
Response: fast 

General rating: excellent 


















has been too busy with his own 
E roject to see the great 
engths to which other software 
houses have gone to impress 
with their presentation. 

You might now think that this 
review is about to concur with 
one or two others which have 
fallen short of praising this new 
adventure. Not so. Considering 
the enormous efforis made to 
make this game deep, intricate 
and entertaining, one can over- 
look the minor irritations in 
presentation, 5 and debug- 

ing and applaud Melbourne 

ouse for a very coura 5 
and worthwhile effort in Bring- 
ing such a monstrous project to 
fruition. In short the game suc- 




















do, entertain, and | thoroughly 
enjoyed playing it. 













chest let's see what you gets for 
jour money. às with The Hob- 
Drt, you get the corresponding 
“Tolkien book, The Fellowship of 
the Ring, which is the first part of 
the Lord of the Rings trilogy. 
This Allen & Unwin paperback is. 
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contains important background 
| and clues to your quest. Fur- 
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as one of the | 


lasting appeal can be attributed | 





an entertaining medium as is. 


impression that Philip Mitchell | 





ceeds in doing what itset outto | | 


ow that I've got that off my | 


mare than just a sales ploy as it | 
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thermore, it contains maps of 
The Shire where you begin the 
adventure, and the whole of the 
western section of Middle Earth 
by which you can gauge the 
threat emanating from the east. 


| geda ring to rule all others. By a 
Circuitous path the ring came 
into the possession of Gollum 
who fled with it to the Misty 
Mountains and the dark caves 
that ran beneath them. Bilbo 
Baggins, a Hobbit, found the 
ring in the goblin's den and kept 
a hold of it by outwitting the 
pathetic creature, Bilbo returned 
to The Shire with the ring, and | 
fór the last time, used the ring's 

“curious ability to render the 
wearer invisible before handing 
ton to his heir, Frodo Baggins. 

É TINg Causes some strange- 
side effects however, making its 
owner overjgalous. Gandalf, a 
fatherhy wizard, warned Frodo of 
the malevolent nature of the 
ring. Making too much use ofthe 
ring would ses its owner fade 
into a ring-wraith. Bilbo retired 
to Rivendell to the east, and the 
ring was entrusted to Frodo, 
whose struggle to keep the ring 
safe from the servants of doom 
is told in the Lord of the Rings 
trilogy, 

The adventure begins with 
Sam, Pippin and Frodo at Bag 
End, Frodo's home in Hobbiton. 
Merry awaits the party at his 
house in Crickhollow to the east, 
by the westem bank of the | 
Brandywine river. Now, if the 
computer game carried on just 


An impressive booklet of very 
full instructions is also included, 
which serves both as an introd- 
uction to the game and as a 
broader intro to the whole world 
of adventuring. It is a most lucid 
and palatable guide and does a 
superb job of introducing qual- 
ny adventuring to the novice. 

e game itself spans two cas- 
settes. On each is a challenging 
adventure on the A side along 
with its beginner's counterpart 
on the B side. The beginner's 
games, like the booklet, are 
simply superb, introducing the 
concepts and challenges to be 
found in the games proper in a 
de od rmative manner. 

e story behind the game 
will be very familiar to Tolkien 
fans but probably be pretty con- 
fusing to those who have never 
puesea up on the books, lt is the 

iddle Years of Middle Earth 
and Sauron the Great, master of 
the evil realm of Mordor, has 
tricked a great Elvensmith into 
teaching him the craft of making 
rings of power. Deep within the 
bowels of Mount Doom he for- 
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tike the book there would be 
little point in playing the adven- 
ture. The Beam programming 
team have cleverly devised a 

lot which has enough in keep- 
ing with the Tolkien work to 
justify its name, but not so much 
as to make playing futile. There 
are new paths, new situations 
and novel twists which will en- 
sure that a thorough knowledge 
of the books alone will not give 
an easy victory, Àt no point is 
knowledge of the books assu- 
med, although thorough read- 
ing is recommended, if only to 
gain insight into the fantastic 
world of Middle Earth. 

The first striki di god ofthe 
game pops up night at the start, 
when you are offered the option 


of playing up to four Hobbits 


during the one game. The char- 
acters of Frodo, Sam, Merry and 
Pippin are up for grabs, al- 


| though the booklet warns that it 


may De easier to begin with just 
the one character. Indeed, the 
beginner's program setties for 
Frodo only. Even in the begin- 
ner's program there is still 
as scope to influence the 
anions via the use of the in- 
uential and highly effective 


| SAY TO command. Often the 


likes of SAY TO character 
HELLO" is sufficient to draw 


most. characters into conver- | 


sation. Às in most commands 
which are used often, the pro- 
preenina team have thought- 

ly provided the abridged form 


of (GANDALE) “HELLO” as an 


option. 1 
Many of the problems you 
face will be impossible to 


| unravel without the help ofother 


characters, some of whom will 
oniy be helpful if you adopt the 
right tone or ask the right 
questions. Your fellow Hobbits 
will, as a rule, follow your lead 
and can be made to do most 
useful tasks as with SAY TO 
SAM 'CLIMB TREE". 

Playing the game you find the 
booklet isn't kidding about play- 
ability. Your active control of 
characters in combination with 
the computer's habit of intelli- 
gently keeping the action mov- 
ng along when you are not 
controlling things is one of the 
perfectly enchanting aspects of 
the game. The program really 
does fts level best to act intelli- 
gentlyatalitimes. | 

Going beyond the beginner's 
program you might like to play 
the game with friends, each 

gerson taking on the responsi- 

lity of one dad Reto obbit. 
The commands BECOME PIPPIN 
or LAM PIPPIN, or simply PIPPIN, 
will swing the game round so it 
is played outthrough the eyes of 
Pippin until it is changed once 
more. To show who is playing at 
any particular time, and to in- 


sent with vou, the screen uses a 


| layered effect whereby the top 


layer has | AM FRODO etc along 
the top with his picture, while 


“down the sides are the pictures 
| of any other Hobbits present. 


Lower layers show the pictures 


aviour of your Hobbit com- | 


Hobbits are pre- | 





of Hobbits not currently present 
in the same location. This use of 
layers siows the game down — 
with every new location the 
layers are re-sorted to reflect 
any splits or meetings in the 
groups. 

When aanging parties to 
tackle specific proble 
be worth remembering that 
Pippin is the most agile, Sam the 
most sturdy, and Frodo the 
smartest. Sam, being Frodo's 
devoted friend, always tries to 
stay close to him. During the 
course of the game characters 
suffer weariness from the con- 
stant strugale and their ese 
declines, The best remedy for 
low morale is a good meal and a 
rest, but if the Hobbits should 


chance upon skilled healers or 
magical herbs this helps them | 
| endure the fray even better. In 
combat, Hobbits are generally 


thought poor fighters as they 


| normalhy live cheerfully peace- 


ful lives in the relative seclusion 
of The Shire — so they should 
not be thrown into the midst of 
gory batile. | 

Towards the end of the book- 
let am abbreviated vocabulary 
gives some insight into the 800 
words used by the adventure. 
The rules which govern the use 
of Inglish (first used in The 
Hobbit) are related at length and 
are informative enough to guide 
even a newcomer to the delights 
of adventuring. The program is 
very good at asking for clarifi- 
cation of any input about which 
tis not sure. 


THEIR FINEST HOUR 


Producer: Century 
Communications 

Price: £ 10.95 

Authors: Nicholas Palmer 
& John Wilson 


lheir Finest Hour is an icon- 


driven strategy game out of the | 


same mould as Century's - 
ious release, The Fourth Proto- 


col, That game was based upon | 
the best seller by Frederick For- | 


syth and this game has an 


| equally auspicious background 


as it finds its setting amongst the 
brave World War |l pilots who 
inflicted Germany's first defeat 
ofthe war in the Battle of Britain. 

Game design was by Nicholas 
Palmer, author of The Compre- 
hensive Guide to War aming', 
and he has brought his love and 
knowledge of the genre to the 


computer screen with true mili- 
tary precision. The game is. 
| eminenthy playable and as your 


interest in the heroic exploits of 
these flying aces increases so 
you find yourself becoming 
more and more absorbed with 
the task of halting and event- 
ually turning back the northward 
advance of the Luftwaffe over 
southem England. 

This game scores on all 


mas itmight | 


colour TV, The prose is ibid ed 












Two features from The Hobbit 
have been retained in this game, 
Mapping in The Hobbit could 

some pretty unreliable owing 
to the structure of the game, and 
so it is in this case. The other 
feature of The Hobbit retained is 
the need to be ever careful and 
watchful over what and how 
many items you are carrying. In 
addition to adding weight to 
your burden, sorne objects in- 
crease your effective size, which 
can lead to trouble when nego- 
tiating a small door or tunnel, 


Liquids cannot be carried with- | 
out a container and you must 
“ration your acquisitions to just 
"those you can manage to carry. 


Lord of the Rings took over 15 
months to program. After wait- 
ing for so long people may ini- 
tially be disappointed with the 
result. The game is slow, the 
pictures are rudimentary, and, 
due to the glaring white back- 
ground for the text, this adven- 
ture 15 almost unplavable on a 


stilted with descriptions which 
tell of objects within objects and 
upon objects, in a very dry and 
dreary manner. The dubious 
examples of humour im the 
game detract from such an 
auspicious work and there are 


| times when you're not quite 


sure whether something is sup- 
ag to be humorous or not, 
ike, were there really photo- 
graphs in the original as found 
escribed in the first frame? 
Having said that, the game fea- 
tures a very good and informa- 
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Not all news is goml news — a raid on a radar station makes 
life more difficult in your struggis with the Luftwaffe 
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tive EXAMINE command, “a 
super friendly vocabulary which 
gets just about anything you 
want to do done, and it takes the 
interaction of characters to new 
heights in adventuring. 

n the whole, despite unfa- 
vourable reviews from other 
| quarters, this adventure is 
- wWworthy of a Smash as it reveals 
enough features to place it 
above the usual release. In 
pato its friendly vocabu- 
ary and its options on character 
play add to the standing of an 
already monumental work, 













































COMMENTS 





Difficulty: not difficult 
Graphics: to be honest, poor 
Input facility: well beyond verb/ 
noumn 

Response: slow 

General rating: a highly 
commercial and entertaining 
game | 


Atmosphere 9 
Vocabulary q 
e fc | 10 
ictive quality 
Overall 4 9 
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| thread of strate 


| weather 


| it also has that rich 





bility. Design is centred around 
two map scales — one a small- 
scale map showing southern 
Britain where dots represent 


radar stations, air bases and | 


nine ports, and the other provi- 
ding large-scale maps showini 
much smaller areas leg Devon 
Cornwall) where dots inside 
juáres are air bases from 
wifich you launch your aircraft, 
anchors are ports, and five dice- 
like dots are the radar stations 
which scan the skies for the 
approaching German air force. 
Around the edge of the map 
screen are the main icons such 
as anti-aircraft flak, plane allo- 
cation to the ten air bases, and 
repairs to installations at the 
beginning of each day. 
ou can alarm bases and di- 
rect planes during the day which 
leads you off into sub-menus 
where relative strengths can be 
increased or decreased. For ex- 
ample, the Alarm Sub-Menu 
gives the choice of putting the 
crews of an air base on hut, 
cockpit or plane alert where 
Bach represents an escalation in 
readiness for the approach of 
Goering's forces from the south. 
The computer knows which air 
base you wish to alter by an 
ingeriously simple method. À 
cursor glides over the map 
screens and you place it over the 
air base, radar station or port 
you are interested in. You can 
then use the icons around the 


sides to alter flak cover (which | 


starts at two anti-aircraft guns 
er site), plane allocation to 
ases, or alert status for bases, 
Or you can just request inform» 


ation via the information icon. | 


This last feature is a very useful 


one as in such an involved game | 


constant updates on informa- 
tion on both your own move- 
ments and those of the enemy 
forces are vital. Reports on 
enemy aircraft are not just 
ptonked into your lap; a strong 


out the game and in this case the 
accuracy of reports on enemy 
movements is governed by 
conditions and the 
watchfulness of the radar crews 


| and ground observers. 


- This is certainly a good-look- 
ing game. The maps are geo- 
graphically accurate representa- 
tions of southern Britain while 


the icons for such diverse oper- | 


ations as tape, keyboard/joy- 


stick, plane allocation and re- | 
pairs are pleasing to the eve iã 
he | 


lapa Ma | 
around the 


reveal delightful detail. 
icons are driven b 
cute pointing han 
edge of the maps with the 
SPACE key and selecting with 
ENTER, Sub-menus and bulle- 
tins are flashed up onto the 
screen in à very neat fashion in 
Keeping with the looks of the 
qame as a whole. 
Not only is the game payátim 
lend of 
strategy which will ensure it is 
pray long and often. Right 
rom the start you can choose 


how fast time passes by selec- | 


ting the clock icon and selecting 
a pulse rate between 1 (impos- 
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runs through- | 


| the morning so as to keep them 





sibly fast) and 255 (where every 
move can be scrutinised to the 
last). 30 is thought an expert's 
speed and 150 time enough for 
the anxious. 

The attacking German forces 
are made up of ME109's, the 
main German fighters, ME710's 
the fighter bombers, and the HE 
117's, JU 88's, DO 17's (Flying 
Pencils), and the JU B7's 
(Stukas) which are the lpro- 
“bc lighter and faster) 

ombers but the heavy HE 111's 
and JU 88's do the most dam- 
age. The numbers of these air- 
craft dada will vary each time 
you pay and so you will look 
afresh each time at the initial 
Intelligence Assessment with its 
superD picture of Winston 
Churchill (his picture on the | 
loading screen must be the best | 
I've seen on a Spectrum), 

The battle begins on August 
12 and can continue until Sep- 
tember 21 when the British 
forces win — if you havent 
already been defeated. After 
each day's play Churchill calls 
you from his bunker to inform 


vou how the War Cabinet as- | 


Sesses your progress. l your 
losses are severe Churchill asks 
for your resignation. 

here are many strands of 
strategy running throughout the 
game. Well rested pilots are 
more then a match for the 
Luftwaffe, so early interceptions 
of the enemy forces should be 
on the highest rating of agg- 
ression (ie 6 from the choice 0- 
6). An aggression factor of O on 
your pari sees your pilots intim- 
idated by combat and they re- 
turn to base. H the pilots are 
tred, and its worth noting that 
when in the air they tire very 
quickhy, it is probably better to 


avoid combat unless the enemy | 


force is composed more of 
heavy bombers than swift figh- 
ter craft. 

After lunch each day your 
pilots will be tired and vou 
should recall the most exhaus- 
ted to base. Squadrons at the 
end of their tether should nor- 
malily be rotated to Scotland, 
especially if the weather fore- 
cast 15 bad, making enemy raids 
less effective. You may decide 
not to alert some squadrons in 


fresh for afternoon intercep- 
tions. Care must be taken to 
ensure German raids do not | 
catch RAF planes on the ground. 
Squadrons on cockpit or runway 
alert can get themselves into the 
air quickly, but unalerted or hut- 
alert bases run the risk of being 
caught hopping. However, the 
higher the alert the more tired 
the pilots will become so it is not 
such a good idea to go on too 
a alerttoo early. 

he Luftwaffe qoes mainly for 
radar installations and airtfields 
at first, trying to crack your 
defences before they attack the 


ports and soften them up for | 


Invasion. Bcause of this it may 
well be a 
defences (via the flak icon) along 


the southern coast radar sta- | 
tons, as it is these which give | 





idea to harden up | 





ENDING 
STORY 


Producer: Ocean 

Price: £9.95 Authors: lan 
Weatherburn, Simon 
Butler, Fred Gray 


“A boy who needs a friend finds 
a world that needs a hero”. So 
pe the caption at the top of 
this story which follows the 
theme of the film about Bastian 
Balthazar Bux, a boy who dis- 
covers a dusty old book on the 
shelves of an rel a bookshop. 
The book is titled the “The Never 
Ending Story and chronicles the 
ever changing fortunes of the 
people of Fantasia. Bastian takes 
the book and, blowing the dust 
from its jacket, reveals the cover 
depicting Auryn, à silver and 
gold medallion symbolizing the 
strength of Fantasia. On reach- 
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ing school he avoids his tea- 
chers, climbs into an abondoned 
attic and settling himself down 
on an old rug begins to become 
absorbed inthis compelling tale. 


vou the earliest detection of the 
advancing forces. Needless to 
say, should al your south coast 
radar stations become dama- 
ged, you are almost blind to the 
advancing forces, save the 0co- 
asional ground observation. 
Your best planes are the Spit- 
fires; they are slightly faster and 
more effective than the 
Hurricanes. 

As with all complex games 
this one has its fare share of 
bugs. At one point in a game | 
had more planes destroyed dur- 
ing combat than actually existed 
and this resulted in having P762 


planes left. Also, on destroving | 


an entire German force, | was 


then constantly attacked by zero | 


planes. The way the game stops 
whenever a message is up on 
the screen is, to me, a negative 
point as it gives valuable think- 
ing time during which the play- 
ers can collect their thoughts 
and cooly work out the best 
strategy. This is à luxury not 
afforded the strategists during 
World War Il. Perhaps the com- 
bat algorithm is just that bit 
askew. During battle you can 
have the situation where one 
Hurricane (slower than the 
Spitfire) holds at bay a conside- 
rable German fighter force. The 
rate at which the pilots tire is a 
great cause for concern. During 
just one morning pilots become 
tired and can actually réach the 
end of their tether. All the while 
the advancing German pilots 


seem to keep remarkably fresh | 


and just keep on coming at you! 
Nicholas Palmer wanted to 
devise a game which gives the 





player the claustrophobic feel of 
crouching in a command centre 
strugglina, with insufficient 
material. He has constructed the 
game so that the computer 
controlling the German forces, 
far from being a passive oppo- | 
nent, exploits wesknesses in 
your defences intelligentiy. The 
strategy element varies from 
game to game, from day to day, 
and from one battle to the next. 
The one day option is very | 
useful as the main option takes a 
long time to play. Because the 
strategy element is so pervasive 
the game becomes really absor- 
bing and can hold your interest 
for a considerabie period of time 
— the one game can last days or 
even weeks. | think Their Finest 
Hour is a superb strategy game 
and a worthy successor to the 
popular Fourth Protocol. 


COMMENTS 


Difficulty: choice of pace 
Graphics: excellent 
Presentation: excellent 
Input facility: icon-driven 
| nise: fast 

General rating: very good 
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person who can find the saviour 
Of Fantasia. You take on the role 
| ofthe hero Atreyu. Only through 
your endeavours can the king- 
dom be restored to its former 
glory. 

The main characters are fam- 
liar from the film. The three 
travellers, Rockbiter, Teeny- 
| weeny, and Nighthob are on 
their way to see the eternal, ever 
youthful, Empress ruler of Fan- | 
tasia at the very top of the Ivory 
Tower. Gmork the Werewol!f, the 
main servant of the dreaded 
Nothing, will range all his 
powers against you, the one 
person who can stop his master 
rom  destroving Fantasia, 
Morla, the Ancient One, is an 
enormous earth-covered tort- 
oise who lives in the Swamps of 
Sadness. Two animals are of 
| particular importance to Atreyu, 
Artax is the faithful steed of 
Atreyu while Falkor, the huge 
white Luckdragon, will lend 
assistance to anyone who car- 
res Auryn, 

Never Ending Story is an 
unusual adventure in that it 
comes on two casseíttes with a 
pre-game side to be loaded be- 
fore the games proper. Each of 
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companion who accompanies 
you. Confirmation also lies in 
the text of the location descrip- 
tion and inventory. Wp to five 
objects can be carried at one 
time and they are displayed at 
the top right-hand corner of the 
screen. Any companion, such as 
Falkor or Atrax, who is with vou 
will have their pao appear at 
the bottom of the object display 
area. Larger illustrations for 
locations or events appear in the 
top left. Breaking the screen up 
in this way is rather novel and 
certainly works well, 

Never Ending Story is a very 
professional piece of software 
with really good looks. The pic- 
tures that represent the different 
locations, objects and charac- 
ters are of a very high quality. It's 
debatable whether the game 
would really have needed so 
many parts were it not for the 
inefficient programming. Also, 
some location descriptions 
pane soroll off before you've 

ad a chance to read them — 
Poe irritating and unnecessary, 
and the input has a tendeney to 
auto-repeat. The lack of an 





added to the player's enjoyment 
and sense of participation in the 
game. Taking the first game as 
an example, there don't appear 
to be too many problems to 
solve; three to be exact. Apart 
from the crystal/telescope prob- 
lem | can onhy recall how to get 
past the thorn bush, and how to 
get pass the multi-coloured 
desert. However the game is 


good fun to play and the solu- 
tions to the problems are logical 
and reasonabte enough. Allinall 
an enjoyable romp through the 
fantastical world of Fantasia. 


COMMENTS 





Difficulty: not so difficult 
Graphics: very good 
Presentation: very a nt 
Input facility: verb/noun 
Response: fast 

General rating: well worth 
playing 


Their Empress is weak and the 
peoples of Fantasia are badly in 
need of a hero. Cairon the 


the three games has a different 
backdrop along the top of the 
screen onto which token grap- 
hics are placed to represent the 


EXAMINE command is quite a Atmosphere f 
| serious omission, as without Vocabulary 7 

a command a amo lacks | Logic 8 

epth. At the crystal/telescope | ictive T] 

problém a powerful EXAMINE Pede Quality a 


command would have been ex- 





pu tells them of a small 
| V 


Atreyu, who is the only | objects you are carrving and the 
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Level 9 have spent 12 months enhancing 
their adventure system with og 
features for the coming years and 
WORM IN PARADISE is the first game to 
use this new system. 


“The Austin 4 haven't just produced, in 
THE WORM IN PARADISE, a now titla — 
they've created a whole new ball game in 
adventure technology ... The latest title 
oflers a 1000-word vocabulary, the most 
sophisticated parser ever incorporated in 
a cassette-based adventure, and the refine- 
ment of multitasking .. Tou'd have to 
spendan evening witha Roget's Thesaúrus 
to come up with enough superlatives to do 
justice to PARADISE; it 
not onhy offers stunning (albeit at times 
disturbing) originality in the overworked 
reaim of science fiction but also embodias 


state-ol-the-art gd pai techniques 
which will allow you eloriessly to give 
Teigm to your powersofcraative deduction" 


ommodore User 


“An excellent adventure, atmospheric, 
devious and full of the ingredients that 
have established Level 9 as probably the 
' best English adventure writing house to- 
date." — Computer Trade Weekly 





“Twill describe this game in 3 words: Sheer 
unadulterated brilliance. Rarely have 1 
Played such a wonderful, enthralling 
adventure ... The passes are entertaining, 
tóugh amd logical. The storyline is imma- 
culate, im its originality, concept, and 
application. This game incorporates Level 
Es new Ir which has to be used to be 
balieved. Complex, and multiple input 
commands are understood, and the game 
is extremely user-frendiy. In short, 
morigage your cômputer, and get a copy. 
immediately!” 

-— The Adventurers Club Dossier 





| — Plonse send me a FREE FULL COLOUR POSTER with more details of Level 9 adventures on lhe back. | enclose a stamped, self- 


|) addressed envelope about 2" by 6".* 


AMSTRAD 464/664/6128 [|  aTARIGaK [| BBC3K)] 
lenciose a cheque or postal order for £9.95.*4 


My Name is ——  Wy Address is 


tremely useful and would have 
FAVAS 
VALVAY 
VALIDA 





— E E Ss ss es TU— — — e O TT E 


COMMODORE 64 |)  MS5X64K |] 


AQUA 


RAIA AÇA 
RENAN ADA A AV 


AND TAKE A TRIP TO PARADISE 


THE WORM IN PARADISE 


An AMTIX-ACCOLADE. “The game is | 





very good in terms of interaction... fascin- 
atingly original and clever. OVERALL 91% 

— Amtix 
“probably the company's best adventure 
go far" — Microscope 


“FOUR SINCLAIR MEGAGAME 9/10" 
= Tour Sinclair 


“The final big difference over previcus 
games is tha size of the vocabulary. Tou 
can LOOK, of course, but vou can also 
LISTEN and even SMELL ... Level 9 claim 
that the program will understand over 1000 
words ... about five times as much às most 
other present-day cassette adventures. 
«+ OUt OT this worid" AA Ratina 87% 

-—- Amstrad Action 


THE WORM IN PARADISE is available on 
6 micros, All versions with the exception of 
tha BBC have more than 800 pictures. 


(Our list ol games for other micros — 
ENTERPRISE, LTNA, MEMOTECH, 
NASCOM, ORICI is available on request 
— please send 5SÃE,) 


SPECTRUM 48K || 


* Adventurers outside the UE should send a Eurocheque or bankers draft for £ 10.55 for the game, or ên intérmational reply coupon for the poster 
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The mailhag for both 
EE ELE] 
SENVS TUMPS was quite 


RO enormous this month; 


clearly adventuring is a real 

| growth area in CRASH. I 
would especially like to 
thank the many unsung 
heroes mo write in each 
month wverth tips. Should the 
new Filing system lam 
currentiy working on ever 
get going, Iwillbe able to 
thank more tipsters 

 individualiy. Without more 
ado let's get stuck into these 
here problems: 





Never Ending Story has been 
pt ba eras ending 
for adventurers 


pi D. Jones from 
Mid Glamorgan 


“Please could you help me out 
of a problem in the excellent 
Pi Ending Story from 


Firstly where is the Southem 
Oracle and how can you reach 
nt? Also how do you enter the 
Ivory Tower tis S linked with 


the crystal)?” 


mihilst Andrew Freedman of 
Harrom, Midnlosex writes: 


“Tcannot get into the Ivory 
tower, do you have to get a key 
for it? so where and how do 
E find it? Alsohow do you get 
Ikorto fly? When | type fly 
Falkor it responds Ldon't 
understand". 


You can't enter the Ivory. 
Tower in Part One of the 


"game. The Southern Oracie is 


- fo the south over the | 
multicoloured desert. Tobe | 
first FU GOMES it 


Also on the same game eg 


Dixon from 

en 
Pri dedtçar LA fering 
bushes, whilst nega 
Part Two. Mark Cox af 
Consett is stuck at the 
spider's web. 


To pass the thom bushes you | 


asd Se qa To rid 
yourself of the web 
simply DVU XF 





“tried! your coa The Hobbit” 
from issue 23, but when | had 
killed the wood elf at the 
tl nn rt nc ai 
forest, “something dro 

from above and E doe seio 
somehow kl thase Mysterious 
eyes? 


Vou can't idiltho apiders 

as fhave stated many times bu 
E 
waiting twice 


Julian Tetialonê in | 
rt e REINA 


tell roseira to repre nisi 

Vou me 

the Death Beetles oe past 
and after that the Zalrogs?“ 
whilst Lee Cartwright has tho 
same problem. 


The solution to ing the 
Death Bestias and the 
£Zalrogs is linked. Your first 
hint is obtained b pec 
to tha Conch Sho founa 

the beach 









From Sean CENbra Ss nan or 
Wakefisid but now in a boat 
on the Serpent Sea, | 
received amossogeina 


in avolaiia cho Sire song” 


“Ithinksome XBY may help. tt 
my memory serves me right | 


saw some Wax From a burnt 


“out Candio on! tha floor in the 
e nara VR 


nas a 
Goodehild is d 


r game of old, 
W,L.C. E 
aroom witha 


cauldron of boiling liquid, a 


at api ay ar 
paste and stuck for what to ': 
do next. 


UBTUE QBTUF will roduca 
rour size and allow you to 
progress, 


me z 
cg mé b 


PES RO = pros gira 
rasa - Hi SdERES 


ftto get it to follow you. dade 
Epis k 









ih Sea RA EE Er 7 5 
TREs 



































Pi SR PBR pad 


























provia Ata np 
many ama. 
Simon Simon Haywara 
an Stockport asks ar td det 

pride Á m the vendi, 
machine wihilst Robert Collier 
in Leominster, dirty ig 
is umnabis to 


ri id ira 
s ha clifficutty 











SUPERHERO 
21 IL Y 
Vichae! Lhoudhury from 
ndon writes “| completed 
vond's ENIGMA FORCE at 
49 pm on Sat Dec 21. | 
onverted the insectoid leader 
ui nmy ally, then comered ZoH 
and Diew him up using 
explosives. When he died he left 
the Zoff card behind. then used 
this to open the door in the 
Reptiloid armoury which leads 
to the escape craft. The end 


dz 


L 
B 
f 
E 


o 


sequence shows vou in the 
cockpit of the escape craft and 
congratulates you on a 
successtul mission. Am | a 


SUPERHERO?" 


You are indeed a 5 
Emis = i 

Nichgel 

1 e ata 


i 
ET a =)! Es rs po Mp DR RM pe 
JUEBCÃAO) je CcOveted tre 


Lo 
Aall dimsmis] 
vVveil done 





“The chans 4 


“mating er: 


bad vavalit's feeling dispriere a 
ate Bá ther like the Editor 9 
h 


a Ide m 


the worid g FAT 
' at f 


1] Ro 


“Win our very É 


nat CRL have ” 
launched a pompletely new ” | 
label — NUIWAVE. 

NUAVAME bidks 0 
program, 
IO. There's this: erSorna ia 
ing im your Sea ue 
its been on Baftthsi 












drive Sire fico O 
Fon the Old Rlatu- 
lence Bitter and you have to 
coax ID outofits confusion. Palk. A 


to it, via the keyboard, and € ; q j Ê 


and build up trust; Fou can teach 4 
ID and learn-from | 


D. É a 
With PEER N 


in. inter- well, interpersonal; 


communications, 1D will conde e: Mg E 


to trust you and its persormalty 
Will gradually. be repaired. 
Beware though -— a time uia 
come when ID, accordino a 
instructions received a io fe 
millênia ago, will try to th vou Ps 
over, , 

É Us moods srta fre 
appy. to trustingto rnightgfted 
and confused as it tries E qe 
sense of the informagá 
give it. Be nice to | 
KNOWS, Vouga 
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à To get you in the mood for delv- 
Ling round inside ID's personal- 
hity, CARL have decided to offer a 
uiicão first prize package in this 

D competition. A copy of the ex- 
client tome (LMLWD) The Adv- 
Fanced Guide to DIY Brain Surg- 
4 ery is on offer to the winner, and 
? a Canon Sprint camera will be 
included in the first prize so you 
can record your progress on 
film! Twenty five copies of the 
program which contains ID's 
shattered memories will go to 
runners up, by way of consol- 
ation. Not everyone can be à top 


TO BRAIN sÚRG 


a SP RINTY 
Pes 












SÁNON * 





P Câmera 


Sa " Tá ! 


LU = 
|] 


A 


see. CRL don't want to flood 
ma macketi 


Imagine you are Carl Jung, RD 4 


Laing or Sigmund Freud. tart- 
ing out as a young, erthusiastie 
psvchiatrist vou have been 
given the task of analysing the 
mind of a member of the CRASH 
Team. You could choose to 
rummage around in the cons- 
ciousness of Robin Candy for 
instance, or is id Mangram, 

aggie difivbag, e Ed or even 
take a quick shufti inside the 
cranium of your Humble Comp- 
etition Minion. Record your find- 
ings on paper, film — or even 
make a model if you like. 

Reveal the innermost 
thoughts and secrets of your 
chosen CRASH person; discover 
the hangups, phobias and com- 
plexes lurking inside his or her 
mind. Then whizz your entry off 


to CRASH BRAIN DRAIN, PO Box 


10, Ludlow, Shropshire, SYB 
1DB making sure it arrives on or 
before March 27 when we'll be 
deciding who's the best at anal- 
ysis. Psychoanalysis, that is. ... 


GER! 
—Coligé£a 


flight Home Brain Surgega, na ) 
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— e im ma 
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Where can you find over 100 FREE software programs a year? 
Who can you go to for FREE round the clock advice and help? 


How can you get instant news, views, gossip and “hands on” reviews 
24 hours a day? 


Who gives you FREE national electronic mail? 
Where can you “chat” with 70,000 other micro users? 
Who'll help you publish your own database for all to see? 


How can you take part in national multi-user strategy games? 





OO 1 GS Sida o O o O 


How can you book a seat on the 3.15 from Euston-at midnight? 


for just 20p a day 







ANSWER 


To; Micronet 800, 8 Herbal Hill, London EC1 
Please send me a brochure on Micronet 800 
Name Ê 


to jd paes ir PE PAIO Tome NENE 





E 
| 
5 
| 
| 


Micronet 800 | 
F Telephone N 
8 Herbal Hill, London ECIR SEJ cliepnone Ino | 
Telephone: 01-278 3143 Age Men 
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The first month of 1986 saw some changes at Micronet. Simon D'Arcy vacated the Editor's 

terminal, becoming Micronet's Publisher; Sid Smith, Simon's Deputy, moved into the hot 

seat and is working on a new section — The Sunday Supplement. And a new record was set. 
The mood at Micronet is jubilant: there are some thirty thousand Micronet pages on 


Prestel, and on average each one was accessed ten times a day during January. That makes 
almost nine and a half million page accesses in the month: a record. Micronet is the most 
popular area of Prestel... 





A great deal has been happen- 
ing on Fhe Net, as afficianados 
Ike to call it, since we took atitin 
last June's TECH NICHE. Per- 
haps the most significant 
change has taken place on the 
Chatimne front: the service has 
expanded considerably. There 


A 


sages. New messages on the 
Quickchat channels appear a 
few seconds after they are sent, 
and overwrite the current frame. 
“Blink, and you'll miss it”, as 
Micronet puts it on their expla- 
natory page. . 

Now that Chatline is run on a 


HANNEL 
ON 
YOUR 


SET? 


are now two “Daisy Chain' chat- 
lines, which allow subscribers to 
send messages for all to see, 
and no less than seven brand 
new 'Quickchat' channels have 
been opened, 

The new Chatline service is 
run on a computer which is 
much more sophisticated than 
the one it began life on — the 
frustrating delays and break- 
downs that aggravated Chatline 
users have largely been eradi- 
cáted. The seven new Quickchat 
lines work rather differently to 
the 100 page message board 

rinciple of the original Daisy 
Chain chatline — they cope with 
one message at a time, and you 
can't step through the old mes- 
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mainframe computer, the Chat- 
line service has been frag- 
mented so that people with a 
common interest can go to à 
particular area. Religion, polítics 
and adventure Quickchat lines 
already exist, as well as a gay 
line. People dialling up the net 
Can now communicate very ra- 
pidby with other users who share 
their interests. Of course, the 
personal mailbox facility is still 
going strong, allowing Net 
members to communicate with 
each other, sending personal 
electronic. mail, using ready 
drawn greetings card frames 
from the Micronet library if they 
like or keving in a straightfor- 
ward letter. 


CLUB SERVICE 


PLAYING GAMES 





“Micronet is becoming more 
and more of a club and com- 
munications service”, Peter 
Probert their publicity man ass- 
erts, “Increasingly Micronet is 
becoming the link between 
home computer users nation- 
wide”. About 20,000 people are 
currently “on the Net and it has 
become the largest single area 
of British Telecom's Prestel 
service, accounting for nearby. a 

uarter of the page accesses on 
the whole system. 

The Gallery section of the Net 
has really taken off in the twelve 
months it has been running. The 
Gallery allows Individual Micro- 
net subscribers to rent a collect- 
jon of up to twenty six linked 
pages and then use them to pub- 
lish their own material — so long 
as its not done for financial 
gain. Soon after the service 
started, a queue of over four 
hundred people waiting for 
Gallery pages formed. The 
Powers That Be decided that a 
bit of weeding out was needed 
— now it costs a bit more to get 
started in the Gallery, and the 
people who thought they “might 
as well have some pages any- 
way and did nothing math them 
have stopped clogging up the 


area, 

In the Gallery, you can rentup 
to four frames for four months at 
a cost of 99p a frame and à 5p 
editing charge is levied every 
time vou edit one of those 
pages. Up to twenty two further 
frames can be rented in a Gallery 
Exhibition”, costing 50p each 
with a 10p-per-edit-charge. 50 
for £15 excluding editing char- 
ges, it's quite possible to publish 
a respectable small magazine on 
Micronet — much cheaper than 
printing a few hundred copies. 
And the potential audience is 
huge — your Gallery entry re- 
aches into homes containing 
70,000 people. | 

The Gallery service is very 
much an electronic publishing 
First for Micronet — currently 
there are over 250 Gallery exhib- 
itors, and some of the material is 
very g00d indeed. Understand- 
abiy the range of topics covered 
in Gallery entries 15 wide rang- 
ing — from motorbiking to 
religion, Net gossip and collect- 
ions of random jottings. Well 
worth a browse. And just to keep 
Gallery exhibitors on their toes, 
Micronet has introduced an ele- 
ment of competition, publishing 
à league table of the most pop- 
ular Gallery slots for allto see... 
Otherwise, Micronet staff don't 
interfere with the content of 
Gallery frames, unless they're 
obscene or illegal, of course. 


Interactive games are getling 
popular too. Apart from the 
games ryn in the Gallery, game- 
sters might like to browse thr- 
ough some of Micronet's own 
offerings. In the 'Buttons' sect- 
ton there's a prize adventure 
running. You're charged a few 
pence per page as you progréss 
through it, but the incentive is a 
juicy cash prize which is award- 
ed each month, when a draw is 
made from the subscribers who 
solved the adventure. The 
Round Britain Race” has also 
proved gi popular. The player 
moves a flashing cursor on a 
grid land over à map of Great 

rtáin, attempting to find four 
specified locations. The cursor 
can be moved. North, South, 
East or West, one square at à 
time and each move costs a 
Denny. Ônce again, a cash prize 
5 awarded periodically to some- 
one who has completed the 
game. 

Of course, there's a range of 
games and utility software 
which can be downloaded into 
your computer and saved to 
tape or microdrnve, some Of 
which is free and some of which 
vou pay for. 

On the more serious side, à 
new business related service, 
Bizznet, has opened, where sub- 
serbers can access pages relat- 
ing to a range of business 
matters. Simon D'Arcy, Ex- 
editor and new Publisher of 
Micronet sees the service mov- 
ing towards providing more and 
more useful information:”The 
idea is to provide information 
for Mr Average at home who 
wants assistance in filling in his 
tax returns, who wants to know 
where to go to get the cheapest 
car insurance, who wants to 
know where to puthis money, — 
which Building Society is offer- 
ing the. best rates, whether or 
not the Post Office makes more 
sense than a Building Society, 
and so on. 

More specifically, Micronet 
wants to provide information 
useful to people setting up their 
own business, for instance, and 
a whole range of new services 
are on the cards as Mr D'Arcy 
explains: “The idea is to help 
people who have been fostering 
a germ of an idea, who want tó 








become seltemploved by ex- 
panding their ideas. aybe 
they'll come to rule out, once 
and for all, the idea of setting up 
for themselves if they take ad- 
vice and find that the idea 
doesn't really stack up — on the 
other hand, we'd like to be able 
to give people the necessary 
impetus to take their idea fur- 
ther. À Watchdog area is plan- 
ned which will be a consumer 
hunt, taking up the cudgels on 
behalf of people who feel they 
ve been conned — perhaps 
buying a program that won't 
work or a computer that breaks 
down and their local store is 
being rather unfriendly when it 
comes to replacing the faulty 
goods — we'll be investigating 
the matter on behalf of the 
customer”. And a 'Legal Eagle 
offers free legal advice on a 
range of knotty problems, 


| CLASSIFIEDS 


Looking for a job? Micronet can 
help. Jobsearch is just one of 
over thirty interactive areas on 


the Net. Run in conjunction with 
a national employment agency, 
Jobsearch collects news of com- 
puter staff vacancies from re- 
cruitment consultants and dis- 
plays them — vacancies often 
appear in Jobsearch before they 
reach the more conventional 
press and the section keeps up 
front; it's updated twice weekly. 

Athriving classified/smallads 
service runs on the system. In 
the Talent sections, Netters can 
advertise their skills, from plas- 
tering through drumming to 
landscape gardening. A Home 
Search service is running, as 
well as a Swap Shop where folks 
can offer odd unwanted items 
for sale or exchange and can 
advertise for items wanted. 

The Contact sections, apart 
from the Chatlines, encourage 
people to get to know each 
other. At the moment the Agony 
Auntia i|s temporarily  indis- 
Sesimaã [something to do with 

eng revamped!), but the Graf 
Fitti board às thriving — it's 
surprising what people have to 
say to the world! Already seve- 
ral Micronet members have or- 


Simon E'Arey, for ft is he, Publishing Executive of 


MICRONET — the most popular part of Prestel by far. No 


wonder fre looks a happy man 


























ganised evening meets at pubs, 
and there have even been a 
couple of marriages as a result 
of contacts made on Micronet. 
(Not an activity that Micronet is 
likely to actively encourage — 
experience has shown that 
Micronet Weddings tend to res- 
ut in the cancellation of one 
partner's subscription!) 

in many ways, Micronet is 
becoming a CB channel for 
micro users — of the 20,000 
subscribers around 8,000 are 
Spectrum owners. The publish- 
ers encourage special interest 
groups to Hourish, “Unlike a 
conventional magazine, which 
has one editor, we ve got some- 
where in the region of forty of 
fifty people editing their own 
areas — excluding the Gallery”, 
Simon D'Arcy explained, “Th- 
ere's a whole range of subject 
areas which are put together by 
individuals or groups. À mem- 
ber of the Micronet team over- 
sees contributors — not from 
the censorship pointof view, but 
to offer advice on the English or 
graphics, and to keep an eye on 
what's going on”, 

spec-tacuiar is one such area 
on the Net which should be of 
particular interest to Spectrum 
owners, Stared in December 
1884 by Mike Kent, Bob Garbutt 
and Dr Mike Sun, Spec-tacular 
contains utility programs, tech- 
nical hints, news and reviews of 
Spectrum products and a User 
to User group, boasting 650 
members. The User to User 
group consists of people keen tó 
get in touch with one another 


using their modems ón a one-to- 
one basis, and is based on a 
directory of members. What's 
the use of having a modem if 
there's no-one to call up, goes 
the argument, Apart from Micro- 
net, thatis,.. 

The new editor of Micronet, 
Sid Smith, is looking forward to 
expanding the services offered 
even further. His personal 'baby' 
at the moment is the Sunday 
Supplement, which should 
come online for the firsttime, on 
a Sunday of course, at the end of 
February or early in March. The 
Sunday Supplement will con- 
tain reviews of books, films, 


shows and carry listings of 
events around the country. À 
gossip columnist — 'a doyênne 
of the industry who will remain 
anonymous is the official line — 
is set to contribute incisive 
human interest stories, and 
Micronet's very own situation 
comedy/soap opera spoof, 
MACRONET will soon be enter- 
taining folks after their Sunday 
lunch. 

The Celebrity Chatline feature, 
in which subscribers can inter- 
vigw an industry figure live, on 
line, will be included in the 
Sunday Supplement but the 
Celebrities won't all be involved 
in the home computer industry. 
Juststars ofstage and screen, as 
Ewere... 

ts quite clear that if Micronet 
maintains its present rate of 
growth and keeps the innovative 
edge, it will become a major 
force in publishing. At the 
moment its pages are really only 
open to peóple who have home 
computers — there are a lot of 
Prestel TV sets in living rooms 
across the country, but as a 
proportion of the total number 
Of tellies, Prastel sets are very 
much in the minority. In the 
longer term, as technology 
advances, the potential for a 
service such as Micronet is 
exciting — and not just for the 


people in Micronet Towers. 
“Micronet could become the 
fifth entertainment channel! on 
home TV sets”, Simon D'Arcy is 
convinced. “In the long term | 
would love to see the remote 
terminal which is capable of 





accessing Prestel and Micronet 
which would free the domestic 
user from having to use a micra 
— which is a restraint at the 
moment, because it's still a fairly 
technical affair to access Micro- 
net using a modem. You have to 
enter passwords and so on. | 
would love to see ita lot easier.“ 

Admittedly TV sets are cur- 
rently available which allow vou 
to access the broadcast Teletext 
services, Oracle and Ceefax, and 
some include a printer, and a 
few allow you to go online to 
Prestel. “Id love to see televi- 
sion sets which allow vou to 
access Prestel automatically 
caich on — then if there was 
nothing on the broadcast chan- 
neis, you could press button five 
on the remote unit and be 
automatical! connected to 
Prestel and Micronet. Then you 
could do whatever you wanted, 
maybe hook up à computer, 
download software and star 
plaving a game on the same TV 
set you were using to watch 
Coronation Street five minutes 
before." 

Channels One, Two, Three 
and Four had better look out. 
Micronet's coming! 
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| The 


| persuaded 


| hot 


UPCOMING A 


chronicies 
have been fa detailed 
within the pages of CRASH, 
Finders KReepers, first of the 
Saga, Scored a res spectable 85º 
early last vear, while the second 
inthe series, Sp | 
ced into the Christn 
as a Smash. With suc sh hits be- 
n Hi e E Tê mas ster program E 
10ow hard at work 
on a oa rd ensode me series 
starrinag that lov eai e chap im 
tin suit. Anight-Tyme is he 
name ol the new game, and we 
David to take à bitofl 
trom hard graft Over à 
dssemnb) Br to ai 
Scenario and workings o! his 
Current projéct. 

After res CuINg everyone 
Spe Magic Krmight mis- 
casis the spell he has to se 
get home. Instead ofwingine 
wav back to feudal Engian d, the 
poor noble finds himself in the 
twenty- fifth “century aboard à 
ale — eli, even the mos 

tath century 


5 of Magic kmight 


pr mel| 


time of 


[iSTElh “no 


GHOSTS 


AND 


GOBLINS 


After the massive success of 
Commando, Elite Systems are 
to continue their series of 
Capcom arcade conversions 
with Ghosts and Goblins. The 
game is set in the dark ages, and 
taking the role of a knight, you 


have to rescue a fair maiden | 


from the clutches of an evil 
demon, | 

The quest, as can be expected, 
isn't a particularly easy one. 
Dressed in a rather unwieldy suit 
of armour you have to make 
your way through numerous 
locations to reach your loved 
one. All manner of evil and 
horrible minions of the. evil 
demon are lurking in wait for 
our, including ghosts, zombies, 
ire-spitting plants and winged 
demons. 

às with all knights, the hero 
goes nowhere without his trusty 
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on a starship, 12 centuries into 
the future, a bit disoriê matina. 
IERTERE: where you come in. Con 
trolling o! MK, it's upto you to 
explore the ship ano coli lect all 
the compo sed to build a 
time mach INE so Magic Kn gm 
can get backto his home tim TE 
Ás myith cd | a E) j E 
the route to | 
vious al all 


j 
= a 
E , Very 


Ha aro 


INNIng 15 
and some 
Enenkingowill be imorde 

pro po m enco: untered 15 


EO “reco q! Cato a] 
Luckily, the nie NAT = 
obey all hurman originated ord 
ers, and the star ship 5 trans 

puter is also receptive to 
Ask the sputer what the 
problem is, and its mechanical 
mind will point out that the crew 
members ignore anyone not im 
son of an OD card. fin 

hing around the place fo 

a camera and film soon 
come to | letal Taking à picture of 
vourselfis impossibly awkward, 
so this is where some interact 


jon with the robot crew comes 


swvord, or rather swords in this 
case — he defends himself by 
slinging shining blades at the 
enemies as they attack. 

As if the demon's minions 
weren t enough to worry about, 
the landscape poses problems 
too. There are gravestones 
which have to be hurdled, boil- 
ing pools of fire, ladders, and 
caverns to náme but a few of the 
many obstacles. 

The graphics on the arcade 
game are excellent and the play- 


GHOSTS AND GOBLINS 
After converting COMMANDO from the Capcom arcade 


IN SPACE, 
THE KNIGHTS 
GET LONELY... 


into play: À major part of 
probler isolvingin Anight-Tyme 
requires correct inter ) 

other meinhbers of the cast. Say 
“Please” nicely, andit's possible 
tó get the robots to take a photo 
Of ge Find a blankiD card and 
stick the photo on, and you be 
able to communicate with (and 
give orders to) the humans vou 
encounter on the starship. 

The main interface. between 
the plaver and computer is an 
extension of the excellent Win- 
dowmation used im Spellbound, 
This system allows a large 
vocabulary of cormmiands to be 
accessed via a friendly 
window rent (Egor 
more details of the exacl 
mechanics ol the system see lhe 
Spellhound review in the 1986 
Christmas Special.) 

Knight-Fyme promises 
quite a large game, containing 
Ffty rooms and fifty 5 
o xteen snecific character 
ear and there are lorty nine stars 
the starship can travel to, Not all 
the glanets are explorable: 


USAr 


svsterm, 


oo = 


obbjei 





ing area huge, but how it con- 


| vert to the Spectrum we just 


don't know vet, Steve Wilcox 


| assured us that the final version 
| Should contain some of the best 


sections of the arcade original, 
cSprania the flavour and atmo- 
sphere of the Capcom game, 
Apparently an “excellent four 
way serolling' technique has 
already been developed for the 
apecirum version of Ghosts and 
obiins which should be in the 
shops sometime during March, 


machine, Elite Systems have now set their sights on 
GHOSTS AND GOBLINS. This is what the arcade machine 


sereen looks like... 
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Magic Knightwill on ty beable to 
iransport down “and explo TE 
some of them. Pieces of time 
machine are usu ally found on 
s. but some of the unex 

1 planets Contalh Om 


Talio natio lj may! be osteimad: 

CGraphically, Kright-Fyrme 
promuses to be the best of the 
Magic Knight series. Program- 
mer David Jo a -bit dis- 
sausfied with the lack of variety 
in visual imagery inhis previous 
reltases. After à bit of a rethink 
and rehack of the original gra- 
phic routines, he managed to 
compact the code required to 
create a screen 50 that he could 
make further improvements tó 
the overall look of the game, and 
to Its SCOpe. 

David is tairiy contfident that 
the Anight-f VIM wa al be finished 
in time for usto give ta full 
revisa next but mean- 
while, feast your eyes on a cou- 
pie-ol screen shots .. : At E2,99, 
the game should be a snip! 


NES vias 


ISSUE, 


Tehkan's Bomb Jack appeared 
in the arcades around Easter 
1984, and although it didn't 
become a massive success, the 
ga me attracted a cult following. 

he arcade machine boasts 


some very pretty graphics with 


“five beautifully drawn back- 


drops and some wondertul 
sprites. 

The scenario is quite simple; 
the baddies and collect all 
the bombs to progress to the 
next screen. There are 24 bombs 
littered around each screen, 
usually grouped in vertical or 
horizontal lines of four. You 
control the red-caped crusader, 


| Bomb Jack, and bound round 


the screen gathering up the 
bombs while trying tó avoid the 
nasties. Platforms on the screen 
act as meeting places for the 
nasties and can prove a hindr- 
ance when making athtetic 
leaps. 

A press of the fire button 
causes Bomb Jack to leap to the 
top of the screen, and pressing 
the fire button rapidty keeps him 
suspended in mid air, so he can 





ACTIONI 


BOMB JACK 


Medo 
ERIGHTSTAR 


aa 
, E il mil =. 
oia] 


- aaa ni - E 
e O E fe ge ed RS A 1 


wdiich is cuierontly orbiting plane igiiaçar MH tio 


Stumping through tha T 
pads png throusgo tÊ 


ransputer Roo, ir KNIGHE-TYME, 
dagio Knight wants to go home! pes 


BOMEB JACK 


The first screen, in early demo mode, from Elite's Tehkan 
conversion of BOME JACK. 


LES 
BRIGHTSTAR 


inside one of the cargo holds of the starship Pisces, Magic” 


Knight losks fi 


move left or right onto a 
platform. 
There are many different 


| types of baddies: birds, screw- 


stops, saucers and rotating balls 
— all pretty horrible and fatal to 
the touch. The birds appear on 
the very first screen and try to 
home in on Jack. The longer 
they're left on screen the faster 
they come after the poor caped 
fellow. After a few bombs have 
been collected little stone men 


start to appear on the platforms | 


at the top of the screen. If you 
walk under the inhabited plat- 
forms the stone creatures fall off 
and attempt to kill you. On later 
screens other far meaner nasties 
appear, coming after you at 
speed, 

| Hitall sounds a bitoverpower- 
ing, dont worry — you're not 


| totally defenceless. Every so 


often a power coin appears at 


the top of the screen and boun- 


ces around. lf you manage to 


orsamething useful to help his trip home 


catch it then all the hostiles turn 


| into yellow smiling faces for a 


short while and bonus points 
can be collected by jumping into 
them. Soon, the faces start flash- 


| ing, and a second aftenwards 


revert back to their usual horri- 
ble form. 

Bomb Jack has quite à few 
hidden bonuses too. When you 
collect the first bomb a fuse on 
another starts to burn. Get that, 
and another fuse will start to 
burn. Why collect them all? Well, 
for a start buming bombs are 
worth more points than unlit 
ones, and there's a big bonus if 
more than 20 fizzing bombs are | 
collected (50,000 points for 23 
bombs, 30,000 for 22, 20,000 for 
£U and 10,000 for 20), There are 
other bonuses too — vccasion- 
ally a B coin appears in similar 
fashion to the power pill. Ifthisis 
collected then all points gained 
so far apart from firebomb | 
bonuses are multipligd by two. 
Up to four B coins can be coll- 
ected on each screen giving a 
maximum of'5 times points. | 
- When the five screens have 
been completed the game rev- | 
eris to the first background 
again, only this time the plat- 

rms are re-arranged in a more | 
devious fashion and the baddies 
emerge and move a lot quicker. 

ery occasionally a coin with an 
É appears. If Bomb Jack can 
collect it before it disappears 
then a bonus life and 3,000 
points are awarded. 

The Spectrum game was very 
incomplete when it was sent to 
CRASH Towers, and only had 
one screen working. Steve Wil- 
cox of Elite Systems, however, 
said that the final version would 
feature all five screens and all 


gameplay elements of the ar- 


cade version, including bon- 
uses. The completed game 
should be in the shops about the 
time you read this, and Bomb 
Jack fans may find something of 
interest on Page 44 ofthis issue. | 
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The resthas obviously done 
them good — they-can'tbe 
bothered with wire frame 30 
graphics any more. Having done 
an awful lot of hard sums and 
delved into the realms ofsome 
very complicated mathematics 
indeed, Realtime has developed 
ElanisatoloRsidalgoja É cing fas! 
moving shaded graphics in 3D. 
Solid stuff, indeed, as we saw in 
the demo sections Of their new 
game Starstrike | 

The seenario follows on from 
Starstrike! — once again you are 
pited against The Outsiders, 
only this time your mission is to 
wipe them out once and for all. 
The game will contain five star 
systems each ofwbich contains 
a number of Home Bases which 
you have to destroy. Ônce 
you ve eliminated these, it's 
Umeto have-a crack at the Main 
Base in the central star system. 

Andy Onions Iwhose 
parentais lmve in Ludov) 
popped into the office to let us 
have a look at the way Starstrike 
was looking. We had a chat 
aboutthe scenario and a peekat 
some of the completed sections 
ofthe game — which should be 
completed and in the shops by 
the time this issue ofthe 
magazine is in your hands. Don't 
betão surprised:if the final 
version of the game is a little 
differentto the game described 
here: fine tuning still had to be 
done when we saw the demo 
sections. The graphics will be 
the same, though, 

The mission begins with your 
craft sitting in a Support 
Module. Although your craftcan 
travel between the planets ina 
star system under its own 
power, vou must return to the 
Support Module to enter 
hyperspace and travel between 
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The programming team of GRAEME BAIRD, ANDREW 


ONIONS and IAN OLIVER are between them, 


REALTIME SOFTWARE. Realtime began to make a 

' mark on the Spectrum Software scene in the autumn 
of 1984, with the release of 3D Tank Duel — an 
excellent version of the arcade game, Battle Zone. 
Wow! went the CRASH reviewers in the August Issue 
that year. A few short months later. Realtime 
launched another excellent 3D game, STARSTRIKE, 
this time an implementation of the Star Wars arcade 
game. A CRASH Smash duly followed, and the trio 
seemed to have 3D Spectrum games pretty much 


sewn up. 


All was quiet on the Realtime front for quite a while 


— until a few weeks ago, 


really, when they came to 


show us progress on their latest 3D supergame. 


systems, 
Arriving in a star system, you 
have to fight your way down ta 


the surface ot a planet, First task 


in the sequence is to find one of 
the pentagona! space stations 
and shoot the triangular pods 
hanging on the nodes ofthe 


Quter pentagon. This allgws vou 


to dock with the station, by 
aiming the central sight at the 
middle of the black void that 
Opens up in the middle ofthe 
rotatina pentagoón. 

After docking, vou enter the 
hangar section of the game. 
Your craft is propelled 
inexorably (LMLWD! towards an 
rising door at the far end ofthe 
hangar, To avoid being 
splattered against the wall you 
have to shoot the three 
triangular iris controllers 
grouped around the doorway. 

Imung is of the essence, as the 
iris freezes when the thirel 
controller is destroyed. lf vou 
fes! cocky and wantto collect a 
few extra points, blow away the 
three dimensional ship parked 
in the middle ofthe floor. 

Leaving the hangar, you enter 
a another section in space (not 
complete when we saw the 
demo). Essentially, itwill be a bit 
like Asteroias, blasting debris 
and space mines (and avoiding 
some non-blastable objects) in 
order to survive. Unlike 
Asteroids, this section will be 
played from the cockpit of the 
Ship, with a head-up display. 

Next comes the space shoot 
em Up sechonwhere vou get the 
opportunity to meet and try to 
destroy a whole variety of ships 
that loom up from the depths of 
Rc in stunning 3D. When 
ships are destroved, they leave 
behind fuel pocs, which can be 
gathered and used to replenish 


our tanks, Be quick, though. 
the banana-shaped enemy crahi 
5 a fuel seoop which will try to 
beat you to the pods. 

Survive the shoot out, and it's 
into the penultimate (LMEWOD 
again) section ofthe game, also 
shllunder development. vou are 
on the surface of a planetand 
using the hesd-up display you'll 
have to bomb targets on the 
ground. The Ductcomes after 
the ground section — flying 
along a trench you have to avo 
moving barriers, ramps and 
rotating fans. This last phase of 
the attack sequençe boasts à 
novel control method: 
acceleration and deceleration 
ondy takes pace when you push 
upand down on joystick and 
hold fire al the same time. 
otherwise your craft travels ata 
constam speed and the joystick 
is Used to manceuvre. You can't 
dodge around and change 
speed at the same time. Survive 
The Duet, and zowie, the Finale 
ancdits time to move onto 
another planet or system... 

In the finished version ofthe 
game you may be given the 
option of skipping lhe docking 


and hangar sequences. which 
may be an advantage if you find 
you re not so good at those 
sections, butskipping a section 
means a longer spell in the next 
part ofthe game, and nt will be 
harder to survive. 

You have four laser cannon 
grouped around the screen, ore 
im each corner firing onto the 
central sight in pairs, alternating 
between the top and bottom 
Cannon, Traditonally enough, 
they heat up with use and cutout 
iFthey gettoo hot, refusing to 
work until a lower temperature 
has been achieved. Thus 
Sulorepeatmerchants are foiled 
tom blásting away endlessiv. 

The fuel gauge level drops as 
you drive, and running out of 
tueleectively ends the game — 
allyou can do is hovei 
motioniess, waiting to be wiped 
out. The force field that protects 
your craft is damaged by 
Collisions — too much damage 
removes your shields 
completely and the next impact 
ends the game. Fuel can be 
collected from pods left by 
vanquished ships and returning 
to the Support Module allows 





] 
| 


Emundics do im 
E 4 


into dind erra 


Having detatched allthe nodes. 
 |thespacestatton's hangar 
idoor opens and you have to flyin. 


YOU to 10p up your tanks: 
Ogccastonally, some fuel can be 
allocated to strengthening the 
shields. | 
Thecomputer panel, in 
- demo mode” im the pictures 
here, will be used'to provide 
status messages. À mapping 
Eis systern and a scanner readout 
eat ante rar renan sena mg Er tie ; which gives the positions above 
H lola risa pardo ta tas vga bati 8 and below you of all othar 
objects sharing your space can 
be called up to the main screen 
atwill during the game, 
appearing automatically when 
the main display is empty. 

Alim all, Starstrike looks set 
to be a stunning game. It's justa 
Shame you couldn't have seen 
the moving demos we were 
treated to — the piótures here 
simply can tdo justice to 
cunmino 30 effect Realtime have 
achieved. 

T= dr | =] Fr 
Prior to docking witha Space Station — when accurately hit Ei) dead pu uieas Site q 
the triangular nodes at each corner ofthe pentagon fly off, desc óra bi dão 
as one is doing in the left half of the picture. working on should be avaname 

or the very reasonabie sum of 


T7.55. Righntnow. 


Une of the attacking ships in the space shoot em up 
| Inside the hangar there's the parked ship on the floor to the sequence, showing well how the solid 3D looks, sadiy this 
F ft, and ahead of you the iris through which pou must Fly, static picture does no justice to how good itlooks. 
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QUICKSHOT II AUTO RAPID-FIRE JOYSTICK 


SPECTRUM INTER FACE 


Four great new add-on from Ram, Number One in everything for the 
Spectrum... 


TURBO INTERFACE - NEW/ LOW/ PRICE 


Outperforms any other eins ride e. Sunpons Kempston, Protek, 
Interface 2 and ROM cartridge software, with a full expansion bus at the rear. 
The Turbo works with two standard joysticks, making the most of the 
Quickshot 's fast action. Features à unique power safety device and a new 
Reset button. Even more amazing value at just £18.50 


QUICKSHOT II AUTO RAPID-FIRE JOYSTICK 
The top games joystick with its sleek trigger fire button and an auto-fire 
switch for continuous shooting — a snip at only £9.95, 


SPECTRUM INTERFACE 
This Kempston-compatible interface adds real games power to your 
Spectrum, Costs just £9.95. 


SPECTRUM UPGRADE KIT 


Boost your 16K Spectrum to a full 48K, allowing you to run all the latest 
and greatest software. Only £2 1.95 

Where can you get your hands on Ram's amazing Spectrum add-ons? 
You can see them at branches of Boots, Menzies, Greens, Spectrum Group 
computer centres, and good computer stores everywhere, 


Ram Electronics (Fleet) Ltd (Dept C ), Unit 8, Rediields Industrial Park, Rediielo 


Lane, Church Crookham, Aldershot, Hants GUI3 ORE, 
Credit Card hot line: Tel: 0252 850085. (Access & Visa). 


SPECTRUM UPGRADE KIT 


Es 


ár Ni, e 
hoy 


mo 


Mg oi h o Ma E 


PRÓ UR RS SR 


Pleasesendme Spectrum Turbo Interface(s) at £ IS. 50 
——  Quickshot À Joysticks) at £9:95. 
— — Spectrum Interface(s) at £9.95. 


— Spectrum Upgrade Kitls) at £21 95. 
[Please state issue 21) or30)) 


+£1 per order P+ PES Overseas) TOTAL £ 
[ll enciose id ga bra Cl charge my Áccess/Visa 


Name. 


Telephone. 

24 Hour despatch for credit cards and postal orders (7 days for cheques.) 
All products are fulhy compatible with the Spectrum, Spectrum + 

and Sincias Microdrves, 

Ram Ebectrontos (Fleet) Ltd 

(Cepio |, Unit 8, Redftelds 

Industrial Park, Redihiekl Lane, 

Church Crookham, Aldershol, 

Hants GUISORE. 


Trade and Export enquines welcome 






























| behind. You willnow have a 
Cloaking Device, This is 
activated by pressing Y butdon't. 
leaveitonfortoo ong because it 
drinks your energy. articulariy 
useful in Witch Space. 











INVA SION 
When-your rating is high 
E enough you will gel a message 
informing vou that a particular 
planet has been invaded. You 
willthen be giver an ECM 
jammer to use on the space 
station that vou must destroy. 
Flyto the space station Of the 
named planet destroving 
Thargoids as you-go. When you 
approach the station achivate the 
ECM jammer and launch a 
| h | missile at the space station, 
g E | Then hyperspace to a new 
The Firebird mafia (admitedly a system and dock with the space 
bit squiffy at the time) have station to get your award. 
consented to my revealing the 
cheats in Elite so here they are 
for you to drool over (and | getto 
| keep my fingers), Thanks to Phil 


Does that look like a new heading to you? | was promised one for 
THIS month but will it appear? he says optimistically, As well as the 
promise of a new heading the powers that be have granted me EZ0 
of FREE softwareto give away each month to the best tipster, surely 


that's am incentive to get you seribbling your games kno 
down? 












wledge 








With Christmas well and truly gone now it's time to look at the 
ga da left behind. There seems to be quite a few GOOD games 
out on tl 


MITCH SPACE 
e market at the moment so now is an excellent time to start 


| Inthe booklet Witch Space is 


eeping everybody indoors. [would welcome tips for Zoids, Swords 
and Sorcery and any other decent games that are floating around. 
CRASH's circulation is increasing every month and subsequentiy 
my mail bag is getting bigger and bigger. Therefore lhave very little 
time to reply to readers” enquiries, So Em afraid to say | can no 
longer answer personal letters, but if it's something to do with 
mistakes in pokes etc | usually try and rectify it in the magazine. 
Sorry there is no longer time to enter into personal correspondente, 
While on the subject of writing letters, when you sign your name 
please print it! That makes life a lot easier and you wouldn't wart 


your name spelled wrongly after all that hard work you put into 
| playing games, would you? 






- ZORRO 


k " p | 4 j E E” at 
you're stuck i Gold” latest release then have a look a 
bros fa as Ab EE) hristopher Wilson of Migton. He did 





E ve split it into two parts. 
in the entire solution but ve Sp 7 


Right on with the tips then ..- 








1.G0 up tha vine on screen 1 and collect the handkerchief that 
OO u : 

- the Senoritadrops. | aan that contains the Palm tree 
id Eres da you are positioned next to the 
and press | ; 








olleo glass 
boot. “the hotel room and collect the 9! À 
3, With that donie go to the na th the drunkin am 
| oo rn anil vai until he lies down. You can ni | 
asatrampoline! 1d collect the branding iron Mi 
& Rguum toh e om with th bul DES degater 
screen). Place the iron a 4 the iron, which should be red, pes 
pi a collect the object that was next to 
ea | ENS ER a ES | then go one 
thebull soom, again. Collect the bell then go one 
5, Retuem do taaa pisos ton the left hand bell holder. mbiça sat | 
e o acraen. Go back and get the bell à io 
thotop olthe sordea: E bell older. À hole should appear 
io round but don't climb down be da well. Go right and 
her down and cole e le rm ft upon 
rd ra e Mt untilyour platform reaches the 

























nhthedr o tothe top level 
19 «to the roomwith the drunk. Go 
try aid force a quará to land on the 


chandelier, forcing the box UP. Go down this hole and 






Proa 
Ong a wugit until nextmonth forthe 
de instalment of the Zorro solution. 










laying games seriously especially with these cold winter's months 





Wilkins of Felix for providing 
information on the missions. 


SUPERNOVA 
Sometimes when vou emerge 
from hyperspace the 
viegwscreen changes to red and 
| you get the message "FUEL 
EAK". À few seconds later the 
message MAYDAYr CORIOLIS 
IN DANGER' is received, This 
message re-Dccurs at regular 
intervals, Get to the docking 
station smartish and you will 
receive a message (press the 
| Buy Cargo key to get it). Answer 
“Yes to the question and vou 
will find that your cargo bay 
holds some refugees. After 
launching, hyperspace straight 
away otherwise your shipwillhe 
destroyed by the Supernova, 
Lock near another planet and 
use the Sell option to end the 
mission and receiveyour award, 

































CLOAKING DEVICE 
In any universe but universe 7 
neu sometimes get attacked by a 
leet of Asps where one fo them 

| flickers on and off, Destroy this 

| ong and pickup the debris left 





SABOTEUR 


the pokes can wait 


tor 


Right cant, right, 
leTt), down, down 


night, right, up, up, left, left, u 
rmjocstilo Jump across to the right 
eft, Helicopter upl!! 
(phemmna) | 


' When you are in the docking 


| Hyperspace. When vou havé 


good eh. 


I've got some pokes for this one but Aubrey LimofThorton =D = 
Heath has sent in these tips to complete 


until next month. Just follow the 
instructions printed below, While pi 


ght, right, right, right, down (use the ladderto the ESSE: 
e screen), right, up, right, down (on the ladder to the FE SE 
Down, down, left, left into tube number 1, left, left 
left, left, down, right, down, down, down, right, down, le 
tube number oi up, Up, up (second level), up, up, right, 
right, right, down, right, up collect bomb, down, 
down, left, left, up, up, up, up, right, right, getterminal (swop RE-SE 
bornb for disk), left, left, down, down, down, down, down, right Easesdes, 
into tube 2, right, up, left, up (use ladder on the left), up, up, 
p. left, left, up, onto second 

: Jump again to the right, up, 


mentioned briefly. Containedin | 

Witch Space are lots of lovely 

Thargoids just waiting to be 

Killed, To get into Witch Space 

* freeze the game then press F 
then unfreeze. To get out of 
Witch Space freeze the game 
ress F again and unfreeze then 

vperspace, 


THE CHEAT 

Surely everybody knows this? 
An yway when the gamehas 
Igaded press Yto Load anew 
Commander and then choose 
the Save option. Then continue 


the game. Just try it out to see 
E the effect. 





















CHEAT THE SECOND 


station choose where you wish 
to Hyperspace and then launch. 
Now turn around and face the 
space station and stari docking 
manually. Just before you enter 
the station press H to 







docked you will be in the 
docking station of the planet 
where you wished to go tao ! 
without any hassle from pirates, 





















levels 1 and2so I think, 


kill off th | | laying the gemeitisbestto: É. jm 
bei a | so di 
energy quickly. 


drain your 


= l, E 

ft, intozE 
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teft down, SEE 
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m: lo Fundo leao ly 


da 
1 | 





ERR 


4 


Pt 


PApppait paga 


CRASH March 1986 109 








THREE WEEKS INN 
PARADISE 


Ive had lots of tips for this one 

but lain Smith of Dumíries 

presented them in an easy to 

understand manner. Next 

month Nitell you how to rescue 
erbert. 


To Rescue Wilma 

First of all get the mint from 
behind the sign outside the 
Trading Post then get Wilma's 
Handbag from the beach, to get 
to the beach go through the 
picture in the room that contains 
the table. As long as you have 
the Handbag in your possession 





SIR FRED 


John Wright and Corin Wilgrass 
of Norwich have kindly suppliad 
these tips for the excellent Sir 
Fred, but does anyone know 
how to open the doors in the 
dungeons? 


ARROWS 
Used for killing Bowwmen and for 
hitting switches. 
STONES 
These can be used for killing 
things such as octopi, snakes, 
bats and other animals. 
BOTTLE 
This has only one use, to getthe 
ferrgmen across the river. 
MATCHES 
These are for blowing up the 
| Ros le bags of dynamite. 
Rita 


Only any good for getting down 
from high places. 
SWORD 
Bit obvious this one butit is 
essential. 
PIPE 
Used for making the ropes that 
vou can't pick up. 

RCH 


Very useful in dark rooms. 
MEAT 

lts only use isforgetting past the 
Pirhana. 

CHICKENS 

Used for food. your energy is 
louv eat one. 
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Christopher Shearlock of London has sent in these tips for 


Firebi 


4 Alier & look alike. 


When the game starts go to the room on the left and collect the 


fuel pack. 


hen go to the room below the start and collect the 


book. Returnto the start room and face the computer and press 
the Use key. The book has been deposited in the computer. 
200n you will be running low on fuel so get the fuel pack ready 
by selecting it for use. To disable the force fields, collect the 
silicon chips marked CPU and deposit them in the computar. 


The chips are numbered and they switch off'the force 


peido weth 


the corresponding number, All items other than silicon chips 
nave to be collected becáuse they have specific uses 


the crocodite will not harm vou. 
Go to the screen with the lce 
cube in it and press the Action 
key. Now pick up the Hole and 
o night until you are just past 
the crocodile, now drop the 
Handbag. Take the Gold fish 
bow! and the Hole to the 
Wishing well screen, stand aí 
the far left of the screen and 
press the Action key. Go teftinto 
the new screen and take the 
Skeleton key, the spider will not 
move as long as you have the 


ASTROCLONE 


After months of persevering 
with the game, here is the final 
installment of the solution. 50 
get battling with those Seiddab 
and you may win throughto see 
the final effect. 


UL TRON — The Final Base 
Using the Hyprograv ft from 
Automata, the neutron mass in 
Spectrus was obtained. The 
Visiray from Technibo revealed 
imo isocases on Frontios hidden 
in Caves marked with a triangle 
sign, the mark of the Imperium. 
One of the Isocases had to be 
opened by brute-force using a 
hammer, inside a sonic key was 
round which opened the other 
Isotase. In the other case an 
Activator was found, The Alpha 
card was addressed to Altos and 
when il was inserted into the 
surviving terminal a message 
was revealed, the location of a 
room that contained a 
SECUripass. 

Unce the Clone had arrived at 
the location described ittook 
much groping about betore the 
pass was found, near the door. 
The pass opened the locked 
door in the crystal caves, where 
the reciprocata was hidden. The 
neutron mass was then placed 
in the reciprocata and activated 
with the activator. 

Ultron was heavily defended. 
Many ships were lost in the 
assault before the lastofthe Sei 
cruisers had been blown from 
the void, Taking the Ultron Mass 
and the Acron device the first 
warrior descended. Many Kri 
which quarded the upper level 
were vanquished with the Acron 
Levice. On investigation ofthe 
upper level a carefully hidden 
lover was discovered, On 
Insertion into a wall socket, 


ip ari 


Bowl. 

Go through the picture again 
and into the sea, pass over the 
locker and the door will open. 
Take the Spinach and dropitina 
convenient place. Go back to the 


| room with the picture in it and 


getthe stuffing from underneath 
the table, go to the room with 
the-big bird in it. Take the Egg 
but don'tdrop the stuffing while 
you are in the same room as the 
big bird. With the Egg and the 
Spinach proceed to the room 


power was turned ofi and à 
missing Component replaced in 
an electronic circuit panel. A 
beamer was activated inanother 
FOOM. 

On bearming down, the Clone 
found several uncorr upted 
robots. Suspended for 2000 
years, the Clone's presence 
triggered age old defence 
mechanisms and the robots 
sprang to life, the Clone was 
amidst a droid battle. Joining 
forces with the smaller 
uncorrupted Sentinel droids, he 
'ought against the Battle 
Cyborgs. With the battle over 
and the remnants ofthe 
Paradroids (as their battle 
cohortwas known! strewn 
across the deck, a high lever was 
pushed using a laser bolt, a 
beamer to-the upper level was 
activated, The Clone retrieved 
the Ultrón pass to open a 


| wellin itand jump down. Go to 





















that contains the sign “Old 
Farthful”, now pull the rope and 
run to the water. Jump up the 
gevser. Jump into the nest and 
swap the Spinach for the Bow 
and Arrows. Now drop down 
and drop the Egg. Go to the 
screen that contains Wilma and 
shoot the native with the Bow 
and Arrows. 

Proceed to the screen with the 


the centre of the well and press 
the Action key. Take the bottle 
and climb out of the screen by 
going to the right of the screen 
and ss od Action key 
depressed. With the Bottle and 
the Corkscrew return to the 
crocodile screen. Get the Bottle 
and the Corkscrew past the 
crocodile one at a time by using 
the Handbag. Standing over the 
Coconut with both of the objects 
jress the Action key, Take the 
ottle of Oil and the Blunt axe to 
the screen with the hut and the 
car. Pass over the front wheel of 
the atá and press the Action key. 
With the Sharp axe return to the 
screen with Wilma and cut her 
ca by pressing the Action 
E. 


biocking door where he met his 
deadhest challenge. Ina small 
corridor three enero y Tigtds that 
destroyed on contact moved 
towards him. Rather than face 
the feto vvith his laser the Clone 
luredlthe fields to the end of the 
corrdor and sidestepped into an 
adjoning room t before 
contact was made. Running 
alongihe corridor into a heavily 
quarded room, a lever was 
found that deactivated the 
deadly energy trap. Ship after 
ship of Clone's made lhe 
descent to take on the Batíle 
Cyvborgs avho had a military 
prowess rating of 999. Few 
Clones survived, 

A sonic key hidden ina laser 
turret opened a wall safe 
containing a Deactor. This, 
when activated with a battery, 
was able to deactivate the 
remaining defençes of the base, 
The Sonic key also proved to be 
tha pass for a heavily guarded 
Isócase, This contained a 
securipass. À keypad, once 
deactivated, opened many 
walisafes containing code cards. 
Also found was a Pas 
program which had to be 
debugged with the toolkit 
designed to do the job before 
the password was given. The 
Correci codes were inserted in a 
terminal that was in the room to 
which the Securipass had given 
access. The terminal issued the 
final pass 

The bomb was brought to the 
tinal room and the door opened 
with the final pass. The bomb 
automatically activated when it 
was placed on the warp cubes, 
destroving them ulteriy, The 
mussion completed, the 
remaining Clones relaxed, The 
Sei no longer posed a threatio 
the Humnan race, for the time 
being at least. 


sd 


EGUNFRIGHT 


pa 
[é 


E This itelv my favourite Ultim 
Venha de Bayliss of Didcot, some of its secrets are 


| P revealed. 


E Bém Hi | nd of outlaws you will receive a bonus 
en killing each round o Ou w HE 
EE E2000 and fa vou will have the chance to get more money 


E by shooting the money baos, gradually this screen gets faster. BR 


E atthe beginning of group 3 bandits a new monster appears, 
E imbi ira undo Sjustto make matters worse the fine di ia 
E increases. As you progress through the game the Feivaro 
E handits increases. The first bandit is worth $350, the secon 
[| 5700, the third $1500, the fourth $2000 and soon. | 


ate game and now, thanks À 


BACKTO SKOOL 


The follow up to last month's 
tips reveals how to finish the 
game completely but | will try 
and get hold of some pokes 
because the game is still tricky 
to play even if you know what 
vou are doing! Thanks to 
Geraint H Jones of Anglesey and 
Andrew Mends of Draycott for 
these hints. 


stand outside the Hesd's office. 
As the Headmaster approaches 
vou drop a stink bomb. Às soon 
às you have dropped it run 
because you may be given lines. 
The Head will then open the 
window. 

Once youhave the bike loose 
idetailed a few issues-back, 
leave the bike outside the girls 
school) and the window open, 
lhe next task is to knock out 
Albert, the caretaker. Àt 


playtime go to the open window 


and wait until lessons start. 
Albert will close the gate to the 
giris schoo! and return to close 
the door of the boys' school. As 
he approaches, fire the catapult 
atthe tree, a conker will fall 
down and, Ff you have timed it 
right, Albert will be knocked out 


and the door tó the schõo! wall 
remain open. This does take a bit 
of practising. 

With the window O pen, fire 
the water pistol at the plant pol, 
stand on the plant pot and you 
willbe able to walk out of the 
school. Repeat the procedure at 
the gate to get over it. Once you 
are over the gate go tó the giris' 
school and jumpat the Sherry 
bottle. Miss Take will come after 
you, so drop the mouse to stop 
her. Geton the bike and ride 
towards the gate — when vou 
are nearing it stand on the 
saddte. The bike will hitthe gate 
and you willbe knocked over 
into the boys" schoo! ground. Fill 
the-cups up with the Sherry and 
knock them one by one onto the 
Teachers" heads. Write the code 
you receive on a blackboard and 
go and fetch the frog from the 
Store room. 

Ride the bike back to the girls“ 
school. Stand underneath the 
cup in the giris school and jump 
up. The frog will now be on the 
Shelf. When Miss Take is 
underneath the Frog, knóck iton 
to her head, She will drop a key. 
Return to the bovys' school. 
Follow Mr Wacker into his office 
and jump-up atthe safe to 
complete the game 
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Hei 


16: 










59618, 19 

40 POKE 23570, 6 
dO RANDONMIZE USA 42384 
Ônce loading has the. 


now enter any of the Í Nowine Pi 
POKE 42528, O for infinite 


ne 


POKE 42445, O 


next screen 


asse 


mistakes só here is the correct version. Don't 


rr ja in issue 22 but there were a 
worry if no program names appear on screen. 


VORNTARO TRASHMAN POKES 
10 ATS, 2; “PLAY TRASHMAN TAPE FROM THE START" 


20 POKE 23570,16: LOAD “SCREENS: LOAD “CODE 
Cato 251: POKE 59616, 195: POKE 59617, 3: POKE 


iii 
POKE 42444, 0 if you run out of energy you progress to the next 


POKE 42457, 0 if you are hit by a car or trash cart you go to the 







À 























without 
rato 


Eh 


O start the game. 


GYRON 





shooting. 

1 REM GYRON POKES 
5CLS 

10 RESTORE 


20 LET TOT — O 
30 FOR | = 65400 TO 65488 


POKE 42459, 0 
POKE 52060, AR RA reaches zero it loops around 


DD E 
so you can rough any moving o 
e amd des 


a ain is E ti io 













Oh dear! Something bad happened to this one so here it is 
again in its entirety. The program stops the towers from 


40 READ A: LET TOT = TOT + A + A * PEEK [1-65400) 


50 POKE |, A 
50 NEXT | 
Z01F TOT <> 
DATA!!! 















“: BEEP 1,0: STOP 


50 HANDOMIZE USA 65400 
100 PRINT AT 1, 1; 
110 RANDOMIZE USR 56328 
1000 DATA 49, 255, 255, 1,58 
1001 DATA 0, 33, 182, 92, 205 
1002 DATA 232, 25, 221, 33,0 
1003 DATA 0, 17, 17,0, 175 

1004 DATA 55, 205, 86, 5, 221 
1005 DATA 33, 0, 64, 17, 80 

1006 DATA 191, 62, 255, 55, 205 
1007 DATA 86, 5, 33, 171, 255 
1008 DATA 17, 136, 141, 1, 38 
1009 DATA 0, 237, 176, 195,0 
1010 DATA 96, 1, 254, 247, 237 
1011 DATA 120, 203, 71, 192, 237 
1012 DATA 120, 203, 71, 40, 250 
1013 DATA 46, 0, 237, 105, 17 
1014 DATA 16, 39, 27, 122, 179 
1015 DATA 32, 251, 44, 125, 230 
1016 DATA 7, 111,227, 120, 203 
1017 DATA 79, 32, 235, 201 

1018 DATA 184, 48, 240, 37, 22 
1019 DATA 239, 6, 201, 205, 218 
1020 DATA 218, 48, 230, 120, 254 
1021 DATA 212, 48, 244, 205, 218 
1022 DATA 219, 48, 220, 62, 195 
1023 DATA 50, 241, 219, 221,33 
1024 DATA 221, 218, 17,2,0 
1025 DATA 237, 95, 6, 18, 46 
1026 DATA 1, 120. 6,215, 205 
1027 DATA 214, 219, 208, 62, 228 
1028 DATA 184, 203, 21, 62, 22 
1029 DATA 210, 68, 219, 58, 220 
1030 DATA 218, 133,50, 220, 218 
1031 DATA 101, 58, 53, 221, 170 
1032 DATA 171, 221, 172, 221, 173 
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1394160 THEN PRINT FLASH 1;' 





ERROR IN 


80 PRINT ATO, 0; “START ATRIUM OR NECROPOLIS TAPE” 
“PLEASE WAIT, | HAVEN'T CRASHED” 


1033 DATA 173,221,7119,0,6 
1034 DATA 10, 203,98, 40, 13 
1035 DATA 58, 53, 221, 198, 138 
1036 DATA 131, 146, 50, 53, 221 
1037 DATA 5,5,5,58,53 

1038 DATA 221, 198, 103, 50,53 
1039 DATA 221, 221,35, 27,122 
1040 DATA 179, 194, 65, 219, 195 
1041 DATA 143, 219, 42, 221,218 
1042 DATA 17, 246, 3, 237, B2 
1043 DATA 194, 201, 220,33, 170 
1044 DATA 219, 34, 141,219,221 
1045 DATA 225, 17,32,0,6 

1046 DATA 2, 195, 65, 219,209 
1047 DATA 122, 179, 202, 188, 219 
1048 DATA 213, 221,225, 19,17 
1049 DATA 32, 0,6, 4, 195 

1050 DATA 65, 219, 124, 33.203 
1051 DATA 219, 34, 147, 219, 103 
1052 DATA 203, 124,6, 1, 195 
1053 DATA 205, 219, 6, 6, 209 
1054 DATA 122, 179, 200, 221, 225 
1055 DATA 195, 65, 219, 205, 234 
1056 DATA 219, 208, 195, 221, 219 
1057 DATA 123, 230, 7, 195,227 
1058 DATA 219, 62, 0, 195, 232 
1069 DATA 219, 62, 19,61,32 
1060 DATA 253, 167, 4,32,3 

1061 DATA 201, 201, 220, 219, 254 
1062 DATA 31, 200, 169, 230, 32 
1063 DATA 40, 241, 121, 47,79 
1064 DATA 62,0, 246, 8, 211 

1065 DATA 254, 55,201, 1,58 
1066 DATA O, 33, 182,92, 205 


| BODATA 62, 255,55, 
0), 


XMAS SPECIAL CORRECTIONS 


| suppose | got off quite lightly with the Christmas Special, the 
BULK of the routines did work. Anyway here are some of the 
corrections to the faulty routines. Next month [will be printing 
some of the routines | collected over the Christmas months so 
you'll just have to wait to find out what they are. 





Don't bother with the routine printed in the Xmas Special but 
just enter this bb choose the pokes you desire, run the 
nstartthe Gyroscope program from the start, 


program andt 


10 CLEAR 24063: LOAD ““ SCREENS: LOAD “” CODE: insert 
your pokes here but make sure you separate them with a 


colon: RANDOMIZE USR 


POKE 54354, 201 - so you can walk through nasties. 
nite lives. 
POKE 54033, 201 — just try it out. 


POKE 53922, 0 - for i 


WHEELE |] 





The error was in line 20 where the C went missing but H you 
missed that issue here is the entire routine. 


5 REM WHEELIE POKES 


TOLETC = 0: FORA = 23296 TO 23340: READ B: POKE A,B: LET 


C=C+B:NEXTA 


20 IF C <> 5024 THEN PRINT “ERROR IN DATA”: STOP 


30 RANDOMIZE USR 23300 


| 40 DATA 175,50,21,91,49,0,0 
50 DATA 221, 33. 11, 63, 12, 145, er 


60 DATA 62, 255, 55, 205, 
TO DATA 221, 33, 108, 98, 17 
05 


90 DATA 62, 201, 





Ifyou have the original routine then you can correct it by 
inserting POKE N, À into line 50 just before the NEXT N. 


1067 DATA 232, 25,221,33,0 
1068 DATA 0, 17,93,5, 62 

1069 DATA 255, 55, 205, BE, 5 
1070 DATA 48, 241, 62,55, 50 
1071 DATA 53, 221, 33, 63, 220 
1072 DATA 17, 178, 220, 1,25 
1073 DATA 0, 237, 176, 175, 211 
1074 DATA 254, 33, 244, 1, 118 
1075 DATA 43, 124, 181, 32, 250 
1076 DATA 195, 223, 218,33,0 
1077 DATA 0, 34, 173, 254, 34 
1078 DATA 174, 254, 34, 234, 254 
1079 DATA 34, 236, 254, 34, 237 
1080 DATA 254, 34, 192, 241,34 
1081 DATA 193, 241, 201 

1090 DATA 17,0, 27, 205, B5 
1100 DATA 5, 205, 122, 91,62 
TNO DATA 255, 55,221,33,0 
1120 DATA 96, 17, 0, 136, 205 
1130 DATA 865, 5, 205, 122,91 
1140 DATA 62, 255, 55, 221,33 
1150 DATA 128,91,17,43,0 
1160 DATA 205, 86, 5, 33, 92 
NIZO DATA 91, 34, 169, 91, 195 
1180 DATA 128, 91, 33, 128,91 
1190 DATA 17,58, 0, 205, 19 
1200 DATA 0, 62, 233,50, 176 
IZ210 DATA 92, 38, 99, 46, 52 
1220 DATA 243, 34, 120, 92, 62 
1230 DATA 201,50, 232, 205, 195 
1240 DATA 0, 94, 175, 55, 221 
1250 DATA 33,0,0,17,17 

1260 DATA 0, 205, 86, 5, 201 
9999 STOP 


 POKEN,A:NEXTN 


| N70 DATA 092, 237, 


230 DATA 235, 


















5 REM SPY HUNTER POKES 
10 CLEAR 55535 

20 PRINT ATS, 1,ºPLAY IN SPY 
HUNTER MASTER TAPE";AT 
11.9;"FROM THE START” 

30 RESTORE 

40 LET TOT = 0 

50 FOR N = 65024 TO 65114: 
READ A: LET TOT = TOT + A: 


60 IF TOT <> 3438 THEN PRINT 
ATO, 0; “ERROR IN DATA”: 
STOP 


70 RANDOMIZE USAR 65024 
100 DATA 237, 091, 083, 092, 042 
110 DATA 089, 092, 043, 205, 229 
120 DATA 025, 221, 033, 128, 254 
130 DATA 017, 017, 000, 175, 055 
140 DATA 205. 086, 005, 042, 083 
150 DATA 092, 237, 075, 139, 254 
160 DATA 205, 085, 022, Ddz, 083 
097, 143, 254 

180 DATA 025, 034, 075, 092, 221 | 
190 DATA 042,083, 092, 237, 091 
200 DATA 138, 254 pera €55, 
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lvan the Crusader 5 
epic questto end 
Rasputin 5 evil reign 
parts thisisometric 
multi roôm arcade 
adventure jp a word ol 
ES DWN 


Crazy multiscreen 
agventure= failed 
Germberry proves his 
worth by layine waste 
tous victm s body = 
untilhe reaches the 
hearto.. 


o =| HAM NI ad jk 


Par LAR Le pm 


NAMITE! 


Pilsen 


gerry the germ 


gts poi ee 


Four great, sizzling games from Firebird —the all-new Hot 
Range. Available forthe Spectrum, Commodore 64 and 
Amstrad — see them at all good computer stores now! 


MAR ORDER 


RA id =] =) [dO 
FIREBIRD SOFTHARE WELLINGTON HOLE 
UPPER &T MARTINS LANE LONDON WC2H SDL 


netos OU MAT ari pó 
| 


TESHIPEL EC CA LIM ATHOS 


The evilOres ravage 
the land 91 Belom = voy 
comrolthe only 
characterswho can 
saveidl. Stumping 
landstapes plus 
intriguing adventure dn 
Venturescope' 


Tfed's Great Summer 
Blow-OQut— over 40 
whacky sereens ashe 
ines to avald 
sunstroke, drinks like a 
fishand blows allhis 
hard-camed money! 


Piaggio sta mármo! qámo, máchne, cassotto dr disk and quariity requires. 
Endiosed crossed cheque PO mando payabés jo PRE BIRO SON TIMBRE AM 
other gueto upa o cata ada po Os Gore cs rn e o try AA praca 


ponta 
AIL ORDER: AUNTIE RAY “FHEEPOST FIREBIRO, WELLINGTON HOUSE, 
UPRER ST MARTIN'S LAME, LONDON NCZH GOL. 


“a ad aero require 





YOUR MISSION; 
LOCHTE CENTRAL 


MMRSPOR 


MELEX CET 
FORCE FIÉLO 

FLANS AND 

ESCAPE 


se 











Em a bit disap 
pointed with 
the amount of 
mail received 
on this game 
but neverthe 
less Neil Stone MM 
of Huntingdon o ST 
has written in o 
wvTth these 
hints. Come on 
gamesters go 
out and buy this 


one, you won't 
regret it! 


When | appro- 
aching a city 
complex, ' radio 
base and tell 
them to blow up 
the Power sta- |& 


After a few months” gap the 
Minítips section returns with all 


those odd snippets that can 
improve your gameplay. 


ROLLER COASTER 

From: Kevin MeKay of Paisley 
There isa small bug in the game. 
WVvhen the game starts go into 
lhe screen on the right and press 
the 3 key. Doing this you lose 
one life but the game slows 
down until you press 3 again, 


MARSPORT 


INTERNATIONAL KARATE 
From: Christopher Mills of 
Belfast 

Atthe beginningofevery sc 

keep the keys S and W pressed, 
vour hghter will approach your 
opponent and beat him up. 
Works every time, The game 
also has a-nasty tendency to 
crash when vou score over 


100,000. 


INVASION OF THE BODY 
SNATCHERS 

From: Reeves of Birmingham 
Edon't know whatitis supposed 
to do but try it anyway. When 
You are going in one direction 
press the button to go in the 
opposite direction while 
keeping the key of the original 
direction depressed. 


ton, wait out 
side the com- 
plex until the 
missie hits its 
target. viove 
into the comp- 
lex and guide a 
short range 
missa towards 
the zoidar minê, 
this will ensure 
that no new 
Zoids will app- 
ear to attack, 
While vou are 
doing this it is 
aiso advisable 
to destroy the 
radio  beacon 
otherwise you 
may find Red: 
horn the Terri- 
ble breathing 
d [ot T] NE LIT 


ROCKMAN 

From: Simon Taylor of Hove 
Thefourcodes required to finish 
the game are: ONYX tor level E, 
GURU for level |, SAGE for level 
Mi and CLAW for level O, 


MONTY ON THE RUN 

From; Jeff Smith of Buntingiord 
The five items needed for the 
freedom kit are: the jetpac, 
passport, rope, gasmask and the 
telescope, 


COMMANDO 
From: Andrew Watkins of 
London 


When you approach a gate 


stand on the far left and fire 
comtinuousty to Kill allthe men 
that come pouring out from 
behind the gato, 





— + 


makes you a bighead”. 


SIWEEVO'S WORLD 


| think that this game has been 
out long enough for me to 
reveal tips so here are the main 
points of Andrew Dadley's, of 
Kingston near Lewes, letter. 
Just follow the instructions and 
your game should improve 
quite a bit. 


To killthe horrible little girl first 
find a teddy bear. Then enter the 





room with her in itand climb up 
some blocks so that you are 


| sately above her. Ônce that has 


been done just drop the teddy 
on her head as she passes. To 
gilithe dictator follow the same 

rocedure but this time use a 
boot. To killa Wijur just hound it 
into the rising finger. To killa 
g00se just get a weight to drop 
on its head but before that 
collect a BOOU and walk up 
behind it. Then say BOO to a 
goose lgroan). 





Last month's Marsport ups had some of the info missing after 


instruction 25 so here is t 
solution. 


e correction plus the final partofthe 


25. Now go and getthe clue from the Vidtex uniton sector flevel 


e. "One says nothing, the other says it all”. 
26. Get the mute from the music room. 
27. Get the manifesto from the oratory. 


28. Combine the mute and the manifesto to make the E token. 
29. Go to sector | level d and get the clue from the Vidtex unit. 


“One draws near and throws away. 
30. Get the charcoal from sector g level d. 
31. Get the projector from the oratory. 


32. Combine the charcoal and'the projector to make the N token. 


33. Go west from sector g level | and killthe Warlord. 


34. Get the clue from the Vidtex unit on sector d level |. 'One is 


and fullof aplomb”. 


Eas 

35. Make another cake and another lead suit. 

36. Combine the cake and the lead suit to make the R token. 
37. Combine the E, N, T, R, Y tokens to make the key. 


38. Put the key in the key slot in the sanctum sector e level h, 


39, Go west out of the sanctum. 
STAGE3 


Do notcollectthe plans straight away because you willnothave 
enough time to escape ifyou do so but instead follow these tips. 
1. Get the clue from the Vidtexon sector d level |. 7 from 10 
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2. Collect the E codex from sector i level |. 

3. Get codex D from sector d level 1. 

4. Get the G codex from sector | level h. 

5, Get codex E from sector g level q. 

6. Get the T codex from sector e level f. 

7. Get the U codex from sector f level e. 

8. Get the W codex from sector e level d. 

9. Get the | codex from sector h level e. 

10. Get the H codex from sector g level b. 

11. Getthe N codex from sector [level a. 

The 10 codes's are the ten referred to in the Vidtex clue but you 
willhave to find out for yourselves what the 7 is. Butifyou work 
that out then vou will end up with a map reference. Go to this 
area and go to the side view and shoot at the wall to reveal e lift 
up to the start of the game. You must have the plans to escape 
from Marsport. 





That's all the room I've got this month but here is a teaser of 
what is appearing in these haliowed pages next month: 
Popeye tips, Saboteur pokes, Rambo tips, Fourth Protocol tips 
and maybe something extra special! H you have any tips, 


cheats, pokes or solutions then send them to: ROBIN 
CANDY, CRASH PLAYING TIPS, PO BOX 10, LUDLOW, 
SHROPSHIRE SvYEB 1DEB 
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Pa a looking for in a Joystick Interface, with two 
reditor «=: 
| e O Full Filtered Sound through your 
' ne 8 Video Monitor Port (composite colour). 

FOR UNDER £20 
ie: Kempston, Protec and Sinclair, left and 
right. 
interface. The Preditor is manufactured 
in the U.K. from A.B.5S. plastic and built 


Now, the kind of quality you've been 
television. 
] | | Sa. 
interface WE É 3 The Preditor has all Joystick Protocols 
So any game can be played with this 
to last. 


RR = 


PRICE BREAKTHROUGH 


AR inc. VAT. 
P&P. 
ba É 
| OM ã X Computer make 
| | enclose Cheque/'Postal order for É 


| Made payable to KONIX, 
Please charge my Access/Visa 
| mm | Cardholders can call on (049525) 5913 to order 
| | E DRE Cs e ii 
RENA AS PROVA EPT RAT SIS 2 ESTG ERDA: 






Peasesendme Preditors at [18.99 esch 




















Name = 
Trade or expert enquiries contact either ici 
Keith Or V'ayne om (049525) 59 À 3 | E Postcode | Tel. 
Konix Computer Products is a trading name of Konix Computer Products, Unit 13, Sirhowy Industrial Estate, 
Creative Devices Research Limited, Tredegar, Gwent NP2 40Z. 


PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR.- PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR.- 
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This 
amazing 
cross 
between 
a watch 
anda 


database could be vours! 





Seiko have produced the first 


wrTISt computer terminal — the 


| RE-1000. It's a digital watch with 


a difference. It can do much 
more than tell you time of day. 
Forget those simple beeping 
digital watches that include 


chronographs, lap timers (what- | 


Ever the ig a human being 
uses them for), and stop- 
watches. Just like they say in the 
advertisements, nowadays 
“you can take a little bit of your 
computer with you wherever 
you go”. 
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Well, a little bit of your com- 
puter's memory. Oh alright 
then, a little bit of'the contents of 
your computer's memory. You 
see this watch can be used as & 
portable mini-database, storing 
up to 2K of information on 
erghty pages”. 


e watch face itself contains | 


a 12 by 2 alphanumeric display 
(letters and numbers, dolt!) on 


which the time, day, date and | 


year appear when it's pretend- 
ing to De an ordinary watch. But 
the RC-1000 has hidden depths: 
it is really a Datagraph, a cross 

en a chronograph and a 
database. 

You can prepare information 
to store in the memory of the 
watch on your computer using 
the editing software that comes 


| to set an alarm signal to remind 


which reminds you whatto do at 























with the package. f vou've gota | 
Spectrum and an Interface 1, 
then all you do is link the watch 
up io the computer with its 
special lead and download your | 


ata. 

Each of the eighty 'pages' of 
memory in the watch can be 
used as a menu screen, which 
heads up a number of other 
pages of memory and leads into 
them. So if you set up one page 
as the Address Menu, then you 
have up to 79 pages remaining 
in which to store the details of 
your frignds' addresses. Access- 
ing the the Address Menu with 
one of the little buttons on the 
face of the watch, you can then 
step through the actual address 
screens until vou come acróss 
the information you want. 

But there's more. lf you want 


rou to do something it can be 
inked to the memory pages. So 
when the watch goes beep at 
half past nine in the morning of 
September 23rd 1986 it doesn't 
Iust go beep and leave it at that. 
t shows you the relevant page, 


3.30 am, 23/95/86. Smant? Yes, 
definitely, especially as you can 
program reminder alarms up to 
a year in advance. 

More still: you have to do 
something every Sunday at 8.00 
— perhaps get ready to watch 
the next episode of CRASH- 
NAS TY on telly, then you can get 
the watch to beep and show you 
the appropriate reminder page 
at 8.00 every Sunday until vou 
tell it to stop. 

International jet setters who | 
can never remember what the 
time is right now There, where | 
they're going, while they're still 
Here, getting ready to go, will be 
amazed by the way you can pro- 
gram up to 75 different world 
times into this little beast. Sort 
out the sums, load up the watch 
from your computer and you 
need never be stuck for an 
answer when you're in London 
and someone asks what the time 
is. In Rio. 

And if you are always for- 
getting vital bits of information, 
you can write yourself memos | 
— perhaps just the phone num- 
ber of your doctor or a reminder 
to wash behind the ears. It's up 
to you. 








FINEST 
HOUR 


Producer: Century 
nmunications 

Retail Price: 9.95 

Authors: Nicholas Palmer 

& John Wilson 


In the wake of PSS's highly 
acclaimed Battle of Britain, 
Century Communications, bet- 








ter known for their series of 
computer handbooks, have pub- 
lished an icon driven simulation 
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| Of this famous conflict. The 


sá was programmed Fourth 
otocol! style by John Wilson, 


but designed by veteran board | 


wargamer, Nicholas Palmer, 

author of the definitive The 

Comprehensive Guide to Board 

HWargaming. The result is the 

most fascinating computer war- 

ame vet to appear on the 
m 


lÊs hard, in fact, to know ex- 
actly where to start praising the 
game as it excels in so many 
areas. The packaging is medium 
format 'bookcase' style, contain- 
ng a cassette and instruction 
leaflet. 'Leaflet' really fails to do 
ustice to the excellent rules slip. 
rom à potted history of events 
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that led up to the battle, vou are 
taken systematically through 
the different rules and given 
guidelines on play at each stage. 
iagrâmatic summaries of 
icons used in the game make the 
straightforward play techniques | 
even easier to grasp for the 
beginner. Finally, a section of 
notes from Nicholas Palmer ex- 
plains the philosophy of game 
design used, 

On the other side of this 
Teaflet is a map ofthe southeast 
of the UK and part of occupied 
France. The map shows air 
bases, anti-aircraft installations, 
radar stations and ports, as well | 
as major cities the Luftwaffe 
might attack. This supplements 
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the map presented on the screen 
ring play. 
The game has a pulse rate 
feature used to set the speed of 
the game. The rate can be varied 


between 1 and 255, meaningthe | effect 


game can be finely tuned to 
individual taste: it can be set up 
to suit a wide range of tastes 
from those of the player who 
likes to analyse a game in fine 
detail as if it were a solitaire 
board game to the player who 
wishes to test personal reac- 
tions and ability to make fast 
crucial decisions. The clock can 


be paused for necessary breaks | 


in play when the game doesn't 
need to be saved, or temporarily 
speeded up during certain times 
of relative inactivity. Once the 
pulse rate has been set it re- 
mains the same for the greater 
part of play. 

As with its obvious competi- 
tor, Battle of Britain, Their Finest 
Hour allows the player to select 
single day or campaign scenar- 
tios. The single day option is 
perhaps the best start point for 
the beginner. Ônce the instruct- 
ions and nature of play have 
been thoroughly digested, the 
player can progress to the full 
Lo ab and decide how best 
to set the pace of the battle. In 


the one day scenario, victory is | 


assessed at nightfall when the 
attacks have ceased, In the cam- 
paign game, at the end of each 
day's righting You are sum» 
moned to Winston Churchill's 
command bunker where he 
assesses your progress. It is 
possible hough very difficult) 
to deal a crippling blow to the 
Luftwaffe during a single day, in 
which case victory will be yours. 
If you have managed the forces 
bt badly, Churchill asks 
or your resignation. Otherwise, 
he merely assesses your pro- 

ress so far, and play continues 
the next day. You may decide to 
quit at any point during the cam- 
paign game, and victory is given 
to whichever side has per- 
formed best, 

Intelligence reports are crucial 
for planning the initial defence. 
The type and number of aircraft 
available to the enemy are 
detailed at the start of the game, 
and although the numbers may 
differ each time the game is 
played, subsequent RAF losses 
are always measured against 
this first intelligence report. The 
Luftwaffe has ME109 fighters, 
ME710 fighter bombers, HE111 
and JUBS heavy bombers and 
the medium DO17 and JU8B7? 
bombers at its disposal. British 
air defence is made up entirely 
of squadrons of Spitfires and 

Hurricanes. The author acknowl- 
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and the like also had a small part 
to play, but for the purposes of 
the game he chooses to ignore 
them. This has no detrimental 
On the game as a 
simulation, 

Wihilst monitoring incoming 
enemy the player has the 
option of setting the level of flak, 
and can order different levels of 
atert for pilots. Alerts can be 
made locally or set to bring an 
entire region's interceptor force 
into action. Seriously fatigued 

ilots may be sent to Scotland 

r rest while new pilots are 


| brought in. More experienced 


pilots are worth treating as well 
as possible under the circums- 
tances, as they have the greatest 

| on the enemy when in 
battle. Repairs may be carried 
out on those airtields which 
have suffered an enemy attack, 
If these repairs are intensive, 
they return an aireld to opera- 
tive status quickly, but during 
the day that repairs are being 
carried out the field is vulnerable 
to attack. 

When a German airborne unit 
is successfully intercepted, the 
player is asked to supply an ag- 
gression factor. Minimal aggres- 
Sion causes the RAF pilots to 
break off the attack before cas- 
ualties are suffered, whersas a 
high aggression factor results in 
retatively high losses on both 
sides. If am enemy squadron 
consists entirely of fighter air- 
craft, it's best to save your pilots 
and break off the attack. If it's 
mainly a bomber formation, 
then the opportunity to damage 
it as severely as possible should 
be taken. Germans gain victory 
points with successful raids on 

rts and cities. Successful 

ufiwaffe strikes against radar 
bases eventually result in severe 
blind spots oceurring in the 
defensive network, which can 
lead to your downfall. 

Forces may also be moved to 
respond to differing strategies 
from the Germans. On some 
occasions, the Luftwaffe might 
make sporadic, small attacks on 
varving targets; alternatively 
they may try to smash your 
opposition in one fell swoop. 

e variety of strategies that 
may be employed by the com- 
puter make this one of the most 
compelling games líve ever 
come across. Having now play- 
ed the game several times, | 
have not yet been able to anti- 
cipate morg than the simplest of 
actions on the enemy's part. 

The way in which the icons are 
used is very neat. All the poss- 


ible actions are clearly set out | 


before you. Pressing the wrong 


key doesn't always lead to a 
major mistake — you can usu- 
ally get out of it without any 
particular problem. Sometimes 
a message appears such as, 


| Already in flight, Siri" if you try 


to scramble an airborne unit. 
Full combat results appear in 
messages which list the mum- 
bers of each type of aircrafi lost 
by each side in a particular 
engagement. 

e game lacks the optional 


arcade element present in Battle 


of Britain a nd is inferior in one or 
two aesthetic points isuchas the 


| way the radar screen could be 
edges that Beauforts, Defiants | 


scanned in the PS5S game) but 
instead the player has a brill- 
ianthy implemented simulation 
which does full justice to the 
historic events it represents, The 
talents of John Wilson and 
Nicholas Palmer have been used 
to the greatest effect. To my 
mind, the combination of their 
abilities has resulted in the finest 
wargame currentiy available to 
Spectrum owners, 


PRESENTATION 88% 
Beautifully effective — and 
useful too! 


RULES 94% 
Excellently devised and 


explained 


PLAYABILITY 92% 
Icon driven commands take very 
lite getting used to 


GRAPHICS 94% 

More in the way they are used 
than in technical complexity, 
they are excellent. Even the 
loading screen has an amazingly 
executed picture of Winston 
Churchill 


AUTHENTICITY 96% 

Ônce a good pulse rate is set and 
the campaign game is played, 
the qualities of the game as à 
simulation really stand out 


VALUE FOR MONEY 95% | 


Compared to others ofthis ilk, 
very well priced 


OVERALL 96% 


Sheer brilliance 








DESERT 
RATS 


Producer: CCS 
Retail Price: £9.95 
Author: R T Smith 





RT Smith won acclaim for his 
last game, Amhem. His latest 
work, Desert Rats, outclasses 
Arnhem in terms of both scale 
and quality. Armnhem depicts a 
single battle, massive though it 
was in terms of ae al op 
quipment deplo yY both 
ricas Now Mr Smith has re- 


| turned with a truly massive 


aetho covering the history of the 
orth African campaign in a 
series of scenarios which range 
from a seven turn introductory 
ame based on the British Batt- 
gaxe offensive to a six hundred 
and twenty four turn game 
iomiliad the conflict from 
Rommel's arrival in the Spring 
of 1941 upto his departure atthe 
end of 1942, 

There are no skill levels as | 
such, but the matter of game 
complexity is dealt with in an 
innovative way related to the 
status of Malta. There are three 
different ways Malta's import- | 
ance can be portrayed. The first 
is the historical pesario, where 
Maita is used successfully by the 
British to increase their own 
supplies and cut off those of the 
enemy. The second, Operation 
Herkules, assumes that the Axis 
forces capture Malta and as a 
result their supply levels incr- 
Base pre uring the latter | 
half of 1942. The third option 
does not allow the British to use 
Malta — or assumes that Axis 
suppression was severe enough 
to negate the advantages offer- 
ed by Malta —thus constantly 
increasing supplies reach the 
Axis forces. 

The game can be played by 
one or two players, and in the 
one player game the computer 


| can play either side. As usual, | 


the excellent rules book is cram- 


| med with historical notes as if 
"the author is urging you to test 


the validity of his game. Indeed, | 
the booklet often provides an | 


| insight to good strategy and is 


worth reading even by those 
familiar with the historical con- 
text as a whole, because the 
information it contains is so 
relevant to the scenarios 
presented. 

The sequence of play allows 
the British player to order his 
forces first, with the Axis player 
following. Movement and sub- 
sequent combat are handled | 
simultaneously once both sides 
have issued their instructions 
and play proceeds to the next 
turn. Às usual, reports are-al- 
ways available and the same 


| variety of combat and move- 


ment modes as those found im 
Arnhem are employed success- 
fully here. 

Apart from the standard 
move/fight options available to 
a unit, the British player has the 

ptionto GOTO POR attherate | 
of one unit per turn, The order 
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allows British units to travel 
from Tobruk to Alexandria, or 
vice-versa, as long as Tobruk 
| remains held by British forces. 
Units are mainly in the form of 
brigades, battalions and HQs, 
Italian units are only depicted as 
divisions, Unit symbols are cla- 
arly marked for easy identifica- 
tion and each side has different 
representative colours. For 


those using monochrome mon- | 


itors, Axis and Alhed forces have 
opposite facing units and British 
units are also shown in outline. 
The screen consists of four 
areas. The largest of these 
shows the map of the region 
over which the battles were 
fought. A small window in the 
upper night hand corner of the 


screen shows the date and time | 


(the game is not “real-time' 
| however). Below this is a dual 
purpose window  displavying 
order options and messages 
and finally, at the base of the 
screen, the identity of the unit 
currently being ordered is 


mod ea 

tacking rules are also emplo- 
ved, allowing balanced groups 
of units to make concentrated 
moves upon the enemy. Inci- 
dentally, as losses are inflicted 
on units, they may actually 
change their designation and 
become parts of other units — 
but such things are handled in a 
fairhy straightfonward manner so 
as notto burden players with too 
much irrelevant detail. 

Logistics play an important 
part in the game. Various kinds 
of movement and attack orders 
deplete the supplies of units to 
varying degrees. The supply 
rules in this game are the most 
complex I've dealtwith for some 
time. Unless attention is paid to 
the depletion of units' supplies, 
you will soon find a e upa 
proverbial gum tree! 

Although the game plays in a 
similar fashion to 4rnhem, it is 
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reassuring to see that the author 
has decided not to rest on the 
laurels of his previous creation 
and has modified the rules sys- 
tem so the actual batile sequ- 
ences play faster and yet more 
contusingly to add realism. The 
effect éra well and enhances 
the feeling of tension prevalent 
throughout the game. 

There aré six scenarios in all. 
The first five are inchronological 
order whereas the last one att- 
empts to cover the entire cam- 
paign. To be honest, there was 
no way that this last scenario 
could be eo je in time for the 
review sc le but from play- 
ing the others, | can only say that 


itigoks very tempting indeed. To | 
play the campaign to its con- 
clusion would undoubtedly re- 
quire several sessions at the 
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computer. To master this game 
would probably require even 
more time. The only way to win 
the scenario is to destroy all the 
opposing units. Àt the same 
time, your own losses must be 
kept low. This is the only major 
point of contention | have with 
the game, Às the author himself 
points out in the historical notes, 
the Axis powers withdrew be- 
fore they suffered total annihil- 
ation and ever then, inflicted 
massive losses on the Alhes 
during the campaign. The other 
scenários however, each have 
their Owen victory conditions and 


| all of these reflect the difficulty 
| ofthe actual situations. 


One other area, not so much 
an inaccuracy as an omission, is 
the lack of airpower on either 
side. This can bê accounted for, 
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however, when you consider 
that rarely did the RAF or Luft- 
waffe have any decisive affect 
on code ju dife adço and as the 
author himself reminds us in the 
designers notes, there were 
some limitations imposed by 
the lack of memory — an incre- 
dible amount is packed into the 
game. 

But this does lead me to the 
final point. Whilst the game 
excels in some areas, | feel that 
Mr Smith may have bitten off 
more than a Spectrum can 
chew. lt may seem unfair to say 
this as the author is evidenthy a 
most capable programmer and 
a dedicated military historian. 
But the designer's notes are full 
of excuses for the things he 
couldn't put in — all because of 
the limitations of the computer 
rather than his limitations as a 

rogrammer. Perhaps a modu- 
ar series of games would have 
worked better. Air support rules 
could have been added for the 
sake of completeness. The scale 
could have been one that better 
suited the game and Mr Smith's 
apparent wishes. Then the 
5 rum would have had a 

classic series of wargames, I'm 
Sure. 

What Desert Rats does offer is 
a massive game that strives to | 
retain every historical point of 
accuracy despite limitations and 
ever present compromises, Per- 
haps these criticisms should be 
laid at the producers and not the 
author himself. Perhaps other 
factors prevented a series of 

ames from being developed, 

hatever the reasons, Desert 
Rats is a superb game that could 
have been even more 
substantial. 


PRESENTATION 89% 
Clearty laid out but a líttle 
cramped on the screen 


RULES 97% 
Well developed and written 


PLAYABILITY 85% 


Unrmwieldy for the total beginner 
but otherwise there should be 


| no problems 


| GRAPHICS 60% 


Let down the game a little 


| through the ambiguity of some 


terrain features on the screen 


AUTHENTICITY 90% 

In his attempíto cover the entire 
campaign inone game, the 
author may have missed the 
importance of other factors. 
Accepting Mr Smith's priorities 
however, the level ofaccuracy Is 
very high. 


VALUE FOR MONEY 87% | 
Nothing innovative here — but a 
superb application of the 
conventional wargâming 
concept nonetheless 


OVERALL 88% 


Massive in scope, but begs the 
question of the importance of 
originality and clarity of 
presentation. Will appeal to 
“hard core' wargamers looking 
for a new challenge. 
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ir Fred is a fairy tale about 
brave knights and damseis 
| in distress. 50 to start in 
the way of all good fairy tales; 
Once upon a time there was a 
wise old king who ruled over à 
happy land. Ex for one 
thing, ! the evil Hugh D'Umwyt, an 
evil dude who's stolen away the 
King” s fair daughter. Since the 
kingdom is usually such a ha 


plate, the bored Knights are all. 
of on aquestfor the fabled gold 


lame string vest. A hero is need- 

ed and the only knighted pers- 

onage left in the kingdom brave 

for stupid) enough to take up the 
est 15 the aged and corpulent 
ir Fred. 

The princess is holed up in the 
Castle Feare, stronghold. of 
D'Unwyt. When e Baron stole 
away the King's daughter he 
knew that trouble woutd be on 
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a way, SO his castle is extreme- 

well uarded and near im- 

DF vt arabte to a loresome Knight. 

ndaunted by his daunting task, 

Sir Fred decides to try and battle 

his way to win the hand of his 
fair lachy. 

The way to rescue the prin- 
cess and ome a hero |5 to 
collect and shrewdly use certain 
abjects. Untike a majority of 
arcade adventures objects, are 
placed in a different place each 
time youplay. Though mapping 
the game ig still quite easy, 
placing the objects isn't. Though 


not random there are fifty six - 


different. perrmutations of the 
where the different items essen- 
tial to your quest will appear. 

Sir Fred himself is an action- 
packed spritette capable of 
many actions and looking re- 
markably similar to something 
out of a Mordillo cartoon. When 
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Frod d porches “a 
ha can uso a fever 


arhich loada jnto the castio 


vou start, all Sir Fred can do is 
run and jump. His running -style 
is quite a bit more realistic than 











Producer: Mikro-Gen 
Retail price: E9.95 
Author: Made in Spain 


“ This 
| arcade 


is an excellent 
adventure with 


lovely graphics. The main 
character Is fab, and looks 


cartoon. The animation on 
him is incredible for such a 
tiny character as he swim, 
swings and runs through 
| the castle and fts lands. 
| une is a tricky one, rn 
| there are some pretty n 
| puzzles to be ve before 
| the Princess falls into your 
arms. This game really 
| about ar to me, who cares 
an ancient storyline 
a game is as good fun 
as às this? 





most and has actual inertia. 
Hoiding down left or right does- 
ntboot Sir Fred straight into top 
gear -— instead, he gradually 
speeds up to top whack. Change 
direction, and the Knight's heels 
stick into the ground and little 
sparks algu off as he reaches- zero 
speed, Yeu can ryn into prob- 
lems (hiterallyi. W you run Sir 


| CRITICISM À 


“ Dear Oh Dear! How many 
times have we had the 
“rescue the beautiful prin- 
cess from the wicked 
knight” story before? | 
must admit, though, that 
| the inlay is very well set 
| out, with a very postic 
| poem to set the scene. The 
| game is similar to JSW, but 
as superior graphics. The 
man, , pUMEPS, swims, 
runs and walks im liquid 
animation, and is capable 
of making ame Bio Li 
he takes a run-up. É you run 
one way, ar then chan : | 
direction, littte skid mari 
appear at his heeis. There 
are better platform games | 
| onthe market, but this one | 
| &5 nice enough. kk may | 
| al more to younger 
Th — wyith all this talk of | 
airytale ri apo and prin- | 
| cesses. 
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boxes 
A blue box highlights the win: 


dow currently under your con- 


“trol. To use an object press the 


use key and'the blue boxed item 
will come into use. On some: e 
the weapons only a limited 
iod of use is permitted, so a tile 
countdown appears above the 
window and decrements every 
time the object gets used. |f the 
counter gets to zero then the 
object is no longer in Sir Fred's 
inventory. 

Different objects can add te 
Sir Fréd's abilities. Pick a sword, 
and the kni 





man if'you add some neat con- 
tro! effort. One of the weaker 
ms is the the stone that 


can be thrown — another good 


one is the bow and arrow. 

What makes Sir Fred different 
to most.of the Miner Willy's and 
Wally Week's of this world is his 





| controls. 





| “This is an interesting 


departure from the Wally 


| series. His still an animated 


adventure with lots of 


| objects to collect and many 


locations to use them in. 


| The screens are well des- 


igned and very colourftul, 


| with the usual Mikro-Gen 
| attention to detail. The. 
' Character of Sir Fred is | 


smoothly animated as he 
runs, swims and climbs. 


| The only problem with | 


playing this game is the 


ting your jumps right and it 
takes lots of practise to use 


| the ropes without falling 


off. | entopad Playing this 
game and would recom- 


mend it to anybody who 


enjoys the Wally games | 


and would like to try a 


| Slightiy more advanced 


game. 





“Bvailable from W H Smith and all good software dealers 


or direct from Cases Computer Simulations Ltd., 
14 Langton. Way, London. SE3 7TL. Tel: 01-858 0763. 


SPECTRUM ABK)+29,95 inc. p & p.. 
AMSTRAD 464/6128 £9.95 inc. p & Po E 


Though only six 
| controls are needed there | 
are great troubles with get- 
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ability to interact with the Emei 7 
ground. There are pools that he. 
canswimin, ropesto be climbed 
and cliffs to jumped off, pnsid | 


accomplished with up, d 





left, rightand fire. Action pai ked. 


Fred, ul rabio he isn't, Rom. 


ng on a limited energy su 
E Fred has to try and: o 
Pemba into various nasties. 


ar Ing silly mis 
these silly activities are damag- 
ing to 
shown at the bottom o 





screen. Only one energ) ana is 


supplied and if it reaches zero 
then the 
common som: 


along preset patterms. 
The. puzzles and tasks to be 


accomplished are of a fairly 
complex sort. dust like any 


arcade adventure nowadays Sir 

Fred's vvorid às shown in flick 

screens, with lots of. medieval- 

aa pe backgrounds in this case. 
e 


more Of the castle you visit, 


the better your end percentage. 


Near a- hundred percent is. 


needed to rescue the princess 
and what a daunting task that is. 


From the Bestselling author of ARNHEM, R, T. Smith. 


| Control ke 


red's energy band, 


game's over. Nasties. 
you'll encounter are of a fairly 
things Nike 
snakes, fish and rats, all moving 


: definable 
empston and 


Joystick: 


| Cursor 
| Keyboard play: very fast 


and responsive 
Use of colour: some 
attribute clash but 


| otherwise tasteful 


Graphics: pretty backdrops 
thatare very detailed plusa 
very action packed sprite 


| eejoe! no tune but nice 


teffects 
Sil levels: one 
Screens: 36 
General rating: À great 
platform adventure that's 
quite novel 


Use of computer 83% 
Graphics 92% 
Playability 90% 
Getting started 86% 
Addictive qualíties 91% 
Value for money 89% 


Overall 91% 
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Producer: Ocean 
Retail price: £7.95 
Author: Platinum 
Productions 


| “Rambo”, few people can have 


DÚcean, 
Rambo bandwagon, have now 
released their binary interpre- 






The plot ofthe game follows that 
ofthe film quite closely. 

John Rambo is a veteran of 
the Vietnamese war; a jungle 
fighter drafted back into service 
to perform a reconnaissance 
mission to a Prisoner of War 
camp. His instructions are to 
gain entry, take some photos 
and get out without either en- 
gaging the enemy or being not- 
Hed. H Rambo is spotted, it 
would jeopardise the prisoners' 
chances of rescue and could 
lead to their deaths. 

Inthe film, our hero begins his 
adventure by skulking into the 
camp and manages to stick to 
his orders until he spots his old 
war comrade, Banks, tied to a 
















his old 
Rambo 


| dying in the sun, 





With the wide publicity given to E 


failed to hear of the all-fighting, EE 
| invincible character brought to = 
| thescreen by Sylvester Stallone, = 
catching on to the E 


tation of Stallone's blockbuster. | 
| ing area occupies the left two 


bamboo cross. Unable-to leave | 





isobeys his orders and | 


p 


Ê o] | 
| 
|| 
| 111] 
181! ROO] 
+) 
| 
Hi] REM 
Ldhi Lik À 
n |] |] 
] |] uam 


skill levels can be set. The play- 


thirds of the screen, with the 


| right hand portion oceupied by a 


combined inventory and status 
area. 
The jungle scenery serolls 


around our hero in the action | 


screen. The viewpoint from 


| which the game is played is 
| above and behind the hero, 


creating a pseudo 3D effect. 
Hambo can move around in the 
eight normal joystick directions 
but may come to halt when he 
reaches the edge of the jungle. 
Rambo is not the only person 
in the jungle — it's full of enemy 
soldiers sneaking about. This is 
a combat game, so Rambo's 
inventory keeps a track of his 
kills" as well as disptaying the 
weapons he collects. Starting off 
with knives and grenades, Ram- 


E cnh d E f T- 


CNLHEICHEDO 


RAMBO Cameron. Our Photography Minion is obviously 


making à break for stardom. .. 






rescues his friend. The enemy, 
of course, spot this, and much 
blood splashing, carnage and 
mayhem is the result. Swifthy, 
Rambo returns to the helicopter 
that airdropped him, and makes 
the pilot fly back to the camp for 
a quick and successful attempt 
at rescuing the prisoners. 

Then, pausing briefly to tackle 
an enemy gunship that tries to 
blast them outofthe sky, Rambo 
| and the rescued prisoners fly to 
Thailand. Well that's the theory 
and, if you complete the game, 
that's what should happen. 

Rambo is à Platinum Product- 
jons game and is front-ended 
with their familiar options 
screen. Keys can be defined, 
although S starts the game, and 
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bo can collect other weapons on 
the way. Apart from the knives 
and grenades, you may find 
other weapons lying about on 
the jungle floor including a bow 
and explosive arrows, a mach- 
me gun and à rocket launcher. 
AI the weapons have a seem- 
inghy endless supply of ammo, 


but only one weapon may be 


used at a time. 

Grenades are quite deadly but 
the noise does tend to attract the 
baddies to your location, where- 
às the knives are silent. If you 
throw a knife in the direction that 
Rambo is facing, any bad guy it 
travels over is killed and your 
score increases by ten points. If, 
on the other hand, a baddie 
should shoot or stroll through 









In amongst the huts RAMBO deals death to everything that 


mores 


vou, you don't survive the en- 
counter, All the same, the man is 
tough: you get four lives. 
Rambo starts his mission out- 
side the enemy camp and must 
get inside via a small entrance 
on the right hand fence, rescue 
Banks by running over him and 
then run to the helicopter which 
is due north. The helicopter then 
needs to be flown to the large H 


landing pad in the jungle from | 


where the hostages can be lib- 
erated using the rocket launch- 
er. On the trip home, with the 
helicopter filled with the good 
guys, a gunship attacks. The 
view is similar to the jungte and 
camp scenes, but a helicopter 
replaces Rambo in the playing 
area. 





E CRITICISM 


O “ After Commando comes 
Rambo, which is similar in many 
ways. Às | got into the swing of 
things, amou ara blowing 
things up while d 
etc, | found it was a reasonable 
. The graphics on the load- 
ing screen and in the game itself 
are really good and detailed but 
a bit dull when in comes to the 
colour section. When you die in 
the game you get a realistic 
rendition of the US National 
Anthem. Not bad, overall. “ 


O “And so, in a blaze of ex- 
pioding grenades and bazookas, 
John Rambo hits the Specey |! 
doa it didn't hurt... din the 
othcially licenced game-of-the- 
film from Ocean. ! haven't man- 


aged to see Rambo”, the movie | 
vet but from comments handed | 


down. in school, the game 
doesn't match it In look, dtis 
very similar to Commando, but 
it's not às piavabie. Some neat 
tunes express themseives well, 
and there's a small high score 
table. Overall, this is quite 8 


good game, and fd recommend | 


it to anyone who likes trying to 
totally obliterate any enemy 
when the odds are a mega- 
miltion to one. Well, a thousand 
anyway... Hmm. Maybe ten... 


ging bushes | 








O“ Not as good as Commando, 
but a very g00d film tie-in for the 
price — and it has something to 
do with the film, which makes a 
change! The screen area is a bit 
too small for a good shoot em 
up, which is what Rambo really 
is, and tends to scroll from side 
to side constanthy which gets 
very annoving. Rambo runs 
around in a very Commando- 
like style, with trees and bushes 
all drawn in detail. (| found | 
could blow some of them up 
with the exploding arrows and 
hand grenades). h is odd the 
way our hero is always carrying 
a machine gun — even when he 
hasn't picked ft up, and it would 
be a good touch if Rambo act- | 
ually carried weapons on-screen 
when he picks them up. There 
are some good touches — like 
the way vou use a knife to free 
your fellow soldiers and the use | 
of a helicopter to rescue others. | 
wouldn't advise vou to buy 
Rambo as well as Commando, 
but instead of it. k adds an extra 
dimenston to the arcade game 
while retaining a number of 
similarities. “ 


COMMENTS 


Control keys: definable 
Joystick: Kempston 

Keyboard play: very responsive 
Use of colour: status screen 
pretty, playing area rather drab 
Graphics: good scrolling and 





| detail 


Sound: very good tune, 
reasonable elfects 

Ski levels: 3 

Screens: 3 

General rating: doesn't quite 
match the hype perhaps, but 
offers some good arcade 
playing. 


Use of computer 
io 
Get started 


Addi ivo qualities 
'alue for money 





amp 





| Producer: Rothmans/ 
Cassel 


Retail price: £8.95 
Author: Peter Dunk 


O “As my football knowledge is 
limited to Hereford United, this 
program doesn't appeal to me 
at all. Sound and graphics are 
not “over-used”, although there 
are a few tunes here and there 
(possibly to wake you up). The 
loading screen is really some- 
thing else — | haven't seen any- 
thing as bad as this for ages. The 
unfortunate footballer depicted 
looks like he's been in a fatal 
accident and they've sewn his 
limbs back in the wrong places. 
In fact, when | first saw it | 
thought it was an anaemie lolli- 
pet standing on a giant beach 

alll On the whole, | can't see 
four intelligent people playing 
this game for longer than ten 
minutes without falling aslesp. 
But then, if you're a football fan, 
iso might just see it a little dif- 
eremtly... “ 


As you can imagine, Rothmans 
Football Quick Quiz is a football 
quiz program. lt boasts 1,000 
questions on all aspects of foot- 
ball — FA Cup, League Cup, per- 
sonalíties, trívia — in fact it tests 
gi about every avenue of foot- 
all knowledge, 

Up to four people or teams 
can be quizzed together, and at 
the start a list of eighteen foot- 
balling subjects is displayed. 
 Ônce a choice has been made, | 
the appropriate section of the 
program loads and then infor- 
mation on the number of players 
and their names needs to be 
input. 

he computer acts as quiz- 
master and can present quest- 
ions in three ways: Assigned; 
Three In A Row and The Race. 
Alternatively, the Full Quiz 
optron da a Agp of the as 
styles of quiz. 'Assigned' is the a Ê 
iai basie of the pesada options. | 9 Despite being a total non- 
| The computer asks each player | footballer, | found this garme 
in turn-a question and gives four guita mteresting — But will dt 
different answers numbered Ito | Nave à wide appeal r aid Un- 
4. Using the appropriate number fortunately, the quiz didn't hold 
key, the player chooses an | Myattention forivo long, Tome, 
answer — a correct response is | he iwenty add different subj- 
rewarded with a little fanfare | EC!s didn't seem particularty dif 
and ten points are added to the 
player's score. Ifthe computeris | 
given à méd answer, it points | 
out the mistake and reveals the 
correct response to that quest- 
ion. Players are given a twenty 
second time limit to answer their 
questions — take too long and 
the computer assumes you 
domrt know and gives the | 
answer. After a certain number 
of questions the player who has 
scored the most points is pro- 
claimed the winner. lf there is a 
tie then, a tie-breaker question is 
asked, 

In Three In A Row' the game- 
play is the same, except a Bonus 
of tiwenty points is given Ha 
player answers three questions 
Ina row correctly, The Race' has 
everybody scrabbling for the | 

yboard. When the Race option 
is chosen the computer asks 
everyone to define a 'claim' key 
for themselves before the game 
| starts. The computer puts quest- 
ions onto screen with a twenty 
second time limit. The first 
| player to press his “claim” key is 
au four seconds to answer 
the question, The correct 
answer wins ten points, but a 
| WrONg answer results in ten 
points being removed from the 
claimant's score! 








emely simply presented and is 
basic down to a point of duliness 
— there are no graphics and the 
Sound consists of a few doleful 
poopoopheedocps. The prog- 
ram is termbiy overpriced — vou 
could buy the Foothal! Yearbook 
instead, and still have change. IF 
the price was knocked down, it 
would be a touch more appeal 
ing but as it stands it may onivto 
appeal! to a few ardent soccer 
fans, and “may only are the 
Operative words. “ 


O “| quite look forward to see- 


games. Now [ve changed my 
mind. Fothrmans Football Quiz is 
a very simple, mon-frilly quest- 
ton-ánd-answer game, Each set 
of questions has to be loaded 
from tape — even if the part you 
want |s in memory! The contest 
is very simple and would prob- 
ably be ideal for a very young 
grandão The program is obvious- 
yowriten in BASIC and consists 
| Of some very stupid errors rout- 
ines - like ifyou press the BREAK 
key vou have to wait a few sec- 
onds for it to tell you that you 
pressed BRE then you have 
to load the whole section again. 




















ferent! The game itself is extr- 

















| ing football-related computer | 



















ee 














Sound: minimal 
Skill levels: one 
Screens: four different quiz 
options 
eneral rating: a very poor 
question and answer game 
which probably won't even 
| appealto soccer fans atthe price 


Rothmans Football Quizis avery 
un-usertriendly program with- 
Oui any good features and not 
sida a redesigned character 
Sé. 





MÊS 


Control keys: 1-dto choose 
answer, 2, M, O, Pto claim 
sait 

oystick: none 


Keyboard play: unresponsive 
Use of colour: not inspiring 
Graphics: just a dire loading 
sereen 













NEW SPECTRUM TAPE and DRIVE TRANSFER UÚTILITIES 


im for ALL Spectrum owners — our tape utility for backup and drive 










* Pal ch a for fast loaders — accurate even il over dBk. tone and baud rate 
measure 

* Deals with clicky loaders — convert COMPLETELY to normal for tape lose | 

Sy drive transfer with TEZ). E id 


only E6.95 on tape OR E7.89 on m/drive cart. 































TRANSFER PACK 2 — FOR TAPE TO DRIVE TRANSFER 

















Package of programs INCEUDING TUS, other utilities, allows drive transfer of many 


prog 
“ Details given on transfer of 40 programs 
* Manages virtually all chicky laaders, Bytes cho per/splittar, header reader etc. 
date name of drive system ( mdrive, Opus disk, etc). 
ONLY É11.99 on tape OR E12.99 on m/drive cart 
OVERSEAS: add £1 Europe, É2 others fer each 
UPDATE SERVICE — SAÉ for details, 
| 


CARRY OUR MONEY BACK GUARANTEE E (not updates 
LERM, DEPT CR, 10 BAUNSWICE GONS, CORAY, NORTHA NO NATE SER. 
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| Producer: Mikro-Gen 
Retail price: £9.95 
Author: Chris Hinsley 





Arch rebel Zoltar's quest for 
alactic domination has caused 
him to attack a universe contain- 
ing five planetary systems. À 
| group of young superhumans 
| si their craft, Phoenix, against 
oltar's Spectran forces. Only 
the G-Force and their 
Phoenix can prevent Zoltar from 
destroying all life in the universe 
under attack. 

You control Phoenix. Chasing 
and destroving enemy ships in 
| Space, you also have to fight it 
out on the surface of planets 
when Spectran landing craft 
start eliminating citizens. Ônce 
on a civilised world it's possible 
to refuel, repair and re—equip 
Phoenix by docking with fuel 
and repair ships. Zoltar's forces 
only land when your ship is in 
the same space—time as them, 
so the amountof mayhem they 
cause is limited to some extent! 

The Phoenix is equipped with 
two weapon systems: laser can- 
nons and neutron torpedos. The 
| laser cannons tend to overheat 
and stop working if they are 
used continuously, and there's a 
finite quantity of energy in the 
laser cells. Phoenix begins with 
ten torpedos and fully charged 
laser cells, and must refuel and 
repair when armaments run 
low, 

Warpgates allow travel be- 
tween planet systems — find 
one, drive into it and a map of 
the universe pulls into view. The 
five systems are numberad, and 
a quick tap on the appropriate 
number key warps the Phoenix 
to your destination. 

tatus information can be 
called up into a window at the 
bottom leftof the display, where 
| information on your main power 
unit, shields, torpedo stocks, 
laser system and the neighbour- 
ing planet can be called up. 
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Learning to flick through the 
displays is important if you are 
to monitor the state of play 
during the mission. 

The main area of the screen 
acts as a cockpit view over which 
a long range scanner system is | 
imposed, À three dimensional | 
view Of space as seen from the 
ship's bridge employs vector | 
graphics to display planets and 
enemy craft, with stars moving 
towards you at a rate governed 
by your ship's velocity. Two 
sights are provided: the square 
neutron torpedo sight remains 
static in the centre of the screen, 
while a mobile sight is used to 
target lasers and steer the ship. 
Icons representing enemy craft, 
warp gates and planets are over- 
tayed onto the cockpit view — 
covering an icon with the mobile 
sight allows you to drive to- 
wards the object it represents. 
The icon disappears when the 
corresponding ship, gate or 
planet appears on the main 
VIBEWSCreen, 

Some of the enemy craft can 
be despatched with a few laser 
hits while others need a couple 
of torpedos to reduce them to 
scrap. VVhen you're close to an 
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aggressor your shieids take a 
hammering — a hit on an un- 
shielded section of the hull 


"Spells instant death. 


While you are in the vicinity of 
a planet, a request for Planet 
Data reveals the number of 
enemy landers that are on the 
surface and the status of the 
population. H your ship is in the 
area when à planet's population 
15 eliminated, you die too, so 
looking after the citizens is more 
than a noble aim. 

To land on a planet, simply 
head straight for it, and you 
arrive on autopilot. The viewofa 
planet's surface is presented 
with a line-drawn horizon that 
scrolis left and right as you 
move. Lines parallel to the the 
horizon move towards you to 
indicate forward mation and 
speed, The landers are squat, 
tank like machines which shoot 
at vou while you shoot at them. 
Fuel and repair ships are repre- 
sented by spanner and fuel-can 
icons until you get close, when 
they become revolving geo- 
metric shapes. To dock with a 
maintenance ship, just drive into 
HE. 

You've only go one life to play 
with in space, so drive carefully! 






CRITICISM 





















O “| was an avid fan of the 
BOTP series, and | think ['m 


going to be a fan of the com- | 


puter | 
doesn 


Plus, beca 


ame. Um glad the game 
use the ill-fated Mikro 
use the higher price 


would surely have devastated | 
its chances of success. The | 


ame is similar to Elite and 
rion graphically, but doesn't 
seem to 


Le é bad 
SEGA RR IP pç ar 


Br, sareDis É 
" Hum | 
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the scope of either 
of those. t's good if you want a 
blast “em up with minimal intel- 
ligence required, and the game 
is good fun in a general sense, 


though | wouldn't recommend 
you rush out and get a copy | 
right now, " 


O “ Eattie ofthe Planets is a sort 
of Elite without all the hard work 
of thinking and planning out 
your strategy. The presentation 
of the game is very siick and it 
contains fots of colour without 
the clashes. The game is nothing 
like the T.V. series and gets quite 
boring after a while because it is 
so easy to stay alive, The lon 

range scanner is thoughttul 

arranged and very uselul be- 
cause it is 'on screen all the time 
mich makes locating Zoltar and 
his chums quite easy. Both seg- 
uences (planet and space) tend 
to lock up when lots of things 
appear on the screen, meaning a 
constant speed is hard to main- 
tain. ! thought that the planet 
sequence was a bit too like 3D 
' Tank Duel — not a very good 
copy at that. Given the simplicity 
of the ame, !feelit's a bitover- | 
priced. 


O “Istarted getting a bit fed up 
with this game as | read the 
“operating manual” while it 
loaded. The instructions are 
unciear and potter into gibber- 
ish every so often. The on- 
screen instructions were diffi- 
cult to read and only give 'Z' as 
the E gd fire key. Z—V works 
fine! Then it was out into space 
to do battle. Somehow, | just 
coutdnt get the hang of con- 
trolling the game with the keys, 
and firing the torpedos accur- 
ately while steering the ship 
with a joystick had me beaten. 
| The action can geta bit franticat | 
| times, with all the controls that 
you need to fiddle with — it 
wouldn't be so bad if the Phoe- 
nix had à crew, but you're on a 
solo mission ... still, it's not a 
bad-shoot em up. “ 

































COMMENTS 


Control keys: O/P, U/l left/right, 
Q—T up, A—G down, B—SPÁCE 
fire, |—5 select scanner, K/J 
increase/decrease speed, Z—V 
fire tórpedo 

Joystick: Kempston, Cursor 
Keyboard play: responsive, but 
can get tricky 

Use of colour: colourful display 
windows 

Graphics: fairly speedy wire 
frame 3D 

Sound: opening tune, then 

firing noises 













Skill levels: one 

Screens: five planet systems to 
defend 

General rating: Not a bad shoot 
em up quest 

















AN ALL-ACTION GAME NOW PLAYING 
ON SPECTRUM & COMMODORE 
FROM DENTON DESIGNS. 
BRILLIANT 

SOUND-TRACK 


fon SPECTRUM too!) 


AMAZING 
INTERACTIVE 
ANIMATION 


SHOOTem-UP or STRATEGY - 
YOU CHOOSE 


WE VE TAKEN THE ICONS OUT OF SHADOWFIRE: E 
DEVELOPED SOME INCREDIBLE 
ANIMATION TECHNIQUES; 


AND COMPOSED A POWERFUL 
MUSIC SCORE... 


THE RESULT? 

«AN ADVENTURE IN WHICH 

YOU SEE, HEAR AND EXPERIENCE 
THE ACTION! 


AVAILABLE FROM !BOUIS, MENZES, WH SMITHAND BETTER SOFTWARE RETAILERS. NATIONV VIDE. 


ULTY LOCATING YOUR COPY ANBITE TO: BEYOND Ja! Es Sm TELECOM, MELEINGTO 
UPPEI ST MARTE LANE, LONDON VW HE DL. 





LERNER ENFEERIEngar Eis BTT ED rt = Epa 
EHE pib . 
Edo 







































































| Producer: Beyond 
Retail price: £9.95 
Author: Denton Designs 


ante sicansitstgoa cien 


lt's been a while coming but 
finally, the long awaited sequel 
to Beyond's famous Shadowire 
is here. Having captured him at | 
| the end of the previous game, 
the Enigmateam is transporting 
wicked General Zoff across 
space in the Enigmacraft to face 
the Emperor's music. As the 
ship passes a nearby planet on 
the Imperial border, Zoff con- 
centrates his psionic powers on 
the ships gquidance system 
causing it to crash. When the 
| Crew gain consciousness, Zoff 
has Tre o eared. 
anet is Syylk's home- 
Ma id at the moment, lts 
| insectoid inhabitants are fight- 
“ing a war with fr sed troops 
loyal to the evil Zoff. These nasty 
creatures also have some ships 
on the way which, at some 
indeterminable time, will annihi- 
late the planet. Controlling the 
Enigmateam — Zark Montor, 
Sevrina Maris, Gelo art od DO e ie 
(the observant will have noticed pre | 
that Manto has been written out 
of the script) — vou have to 
locate the leader of the insect- 
oids, make him your -ally, find 
the only space worthy vessel in 
the reptiloid area and recapture 
coff as he tries to reach it 
Simple. 
ell, not quite. Commands 
have to be issued to the team 
and enemy troops have to be 
dealt with — all in the available 
time limit! Zark Montor is the 
| team leader (and main charac- | 
ter). Syylk is the second in || 
command — a heavily armour- | 
ed and incredibhy fit fighter with | ani dias ima reste re 
a patholo fp atred of Zoff. iii 10 ando inn mena tio (o po foi tdi allte MD sitesteams ias E estestas af rr SÍ LETTÊTEN free rreeettremat timão EITimMi ipi danenfipe nt sala ias fab pn 
sevrina Maris is the marks- || 
woman and locksmith of the 
team. Finally, Maul the robot, 
adds slow moving but heavy 
firepower. 
| nike its predecessor, there 
is an action display area at the 
topof the screen. This shows the 
interior of the underground 
complex into which the Enigma- 
craft has crashed, depicting not 
only the team but also the var- 
ious alles and enemies in an 
isometric perspective. Like |q 
Shadowfire, there is a series of | 
icons by which the characters 
are controlled in the lower half 
| of the screen. The control pro- 
cedure usually consists of selec- 
ting a character, and then select- 
ing à command icon for that 
character. Up to five different 
commands may be 'stacked' for 
each character at any time. 
Miniature versions of the relev- 
ant icons are shown beneath the 
character's icon when this hap- 
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pers. Possible actions include | ob ject (usually  explosives), | There are some object icons 
four direcional movement, quitting, pç and the like. | about which the manual says 
| picking up or dropping objects, en a character is to reload a | little except that you should 
| and two different types of com- | weapon, you must first selecta | discover their uses tor yourself. 
bat. A characters status canalso | magazine of ammunition from | One of these is a red fish. 

| be checked from the icon table | the objects carried area. Only | would appear that some may be 
along with other game “utilities' | the existence of ballistic ammu- | useless. 

such as making a character re- | nition is made clear but other A particular character may be | 
load a weapon, activating an | types exist within the complex. | selected to be put directly under 




















e E 
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ME à dis m 







the 
| mi icon. In this mode, 
the character may be moved 
about using either keyboard or 
pevatica control. Actions are 
imited to movement and com- 
bat when this option is selected 
| but it allows rapid deployment 
of the character which may be 
| necessary. 
The screen uses single colour 
| graprncs on a black background, 
e colour shown depends on 

the character under icon control. 
Sound effects support the act- 
ions of sliding doors, firing of 
weapons etc, and there is also 
| an introductory theme tune. 
Your mission awaits... 








| 
| 





CRITICISM. 


6 “Controlling the characters 
takes some getting used to and 
this inevitably means the first 
few games are likely to be un- 

|. Once you get used 
to the controls, the pace is fast 
and the adrenalin is soon flow- 
ing. Somehow, | still feel that 
the icons are a little gimmicky 
and unwieldy but this will pro- 
bably not deter those alread, 
addicted to Shadowfire. An 
attractive feature is that the 
game is playable in its own right 
so it really doesn't matter whe- 








Producer: Thor 
Retail price: £8.95 
Author: The Thor team 


Nodes of Yesod a sequel has 
finally arrived from the Liver- 
pudlian demi-gods (Thor/Qdin) 
inthe from of Arc of Fesod, Once 


At Hon Charlemagne “Charlie! 
Fortheringham-—Grunes, the 
man who batiled bravely ag- 
ainst the black slab Monolith in 
Nodes. Though he battled bra- 
vely Charlie lost the contest, and 
the Monolith teleported off- 
world to escape destruction. 
Luckily the ionic destruction 
caused by the Monolith's hasty 
departure allowed itto be traced 
to its place of origin: Ariat, a 
strange alien planet. 

Earth is still in danger — if the 
people of àAriat manage to 
download the information gat- 
hered by the Monolith, they will 
no doubt take advantage of the 
detailed knowledge it contains 
and attack Earth itself. They are 
beligved to have constructed a 
massive battle cruiser capable 
| oftaking out most of the Galaxy. 
A shuttle, hurriedly prepared, 





layer's control with the | 







Y | ing, this game began to grow on 





| | contains. 


“After the runaway success of | 


more the star of the show isthe || 





Graphically, it is far superior to 
ts. parent; the 3D works very 
- wel 
detailed and move around thé 
screen very well, Sound is also 
pr good, with a tune at the 

ginning and a few well] placed 
| effects during the game. Gener- 

ally, ld recommend Enigma 
Force ta everyone as it is very 
addictive and immediately 
plavable, “ 






ther or not you bought the pre- 
quel. The opening theme is 
prio well constructed and the 
redefined character set used 
throughout the game is an eff- 


O “Shadowiire was an enor 
mous step forward fer icon 
rven games and now Denton 
ci do have launched the se- 


ective finishing touch. | think | que” which proves to be a 
| the game would bestwitha | Worthy successor. Enigma Force 
ystick. Otherwise it's usefulto | is best summarised as à comb- 


e thirty fingers. 


O “| can honestiy say that | 
didn't like the thought of review- 
ing this game, as | didn't get on 
with Shadowfire at all — there 
were too many different pages 
of icons and | found ita bitofa 
struggle dio ga foca 
quickly enough. There are no 
problems of that type in this 
game, however. After a faw 
goes, getting used to inputting 
Commands and practising fight- 


ination of Shadowfire and their 
other hit game Frankie. Getting 
into the arcade/ adventure is no 
problem at all and within a short 
wine using the icons becomes 
second nature, Should vou dis 
like using the icons then you can 
play the game by controiling the 
character of your choice with a 
joystick. My main reservation 
about Enigma Force is that À 
| may prove to be a bit easy. ft 


you start doing quite well On 
the whole this is a good game, 
much more arcade orientateo 
“than Shadowiire, that should 
appeal! to fans of Denton's other 
| games. “ 


me. I've n playing it solidh 
for the last few hours and | add 
see myself putting it away for a 
couple of hours more, at least. 


transports Charlie to Ariat. Once 
again Charlie has been charged 
with saving life as we know it — 
his job is disarm and destroy the 
Monolith before the Ariatans 
can retrieve the information it 


the Security Centre via the large 
network of caverns and caves 
that nestle below the city. The 
surface view of Ariat shows the 
“City in the background set 
against the night sky. As Charlie 
moves off the left or right of a 
screen, a new screen flicks into 
view. Small manholes are dott- 
ed around the city, and Charlie 
must use them to gain access to 
the subterranian world in which 


Paradropping onto Ariatan 
soil, Charlie finds himself skulk- 
ing on the outskirts of the city 
where the Monlith is held. Ha 
needs to find some way of rea- 
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ching the device .... the game 
begins. 

harlie's best line of attack is 
to get underground and travel to 


most of the action takes place, 
Charlie is an agile fellow, who 

can leap and bound quite deftly 

in the low gravity environment 




























and the characters are | 


doesn't take very long before | 
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COMMENTS 


Control keys: ENTER 
COMMAND (Top Row): UP 
second Row): do (Third 
ow); LEFT/RIGHT (Bottom 
Row Alternate Keys) 
: Kempston, Protek, 
bp r no dê ! 
*eyboard play: Very fast. 
Use of colour: Well used on the 
icons, more simplistic on the 
ame screen. 
ics: Very good use of 
| graphic effects but character 
pd can become confusing if 
several are on thescreenatthe | 
sametime. 
Sound: Good theme and special 
flects, 


E 

Skill levels: one 

General rating: Difficult at first 

but rewvarding, may prove 

bia solve than you think at 
IrSt, 





of Ariat. “Jump” sends our hero 
skyward into a forward somer- 
sault spin, to land firmly on his 
feet. In conjunction with the left 
and right keys, this is Charlie's 
main method of transport — 
useful when moving around the 
ledge filled caverms of Ariat. 
With a few well-timed sproings 
and cavorts it's possible to 
negotiate most of the contsruc- | 
tions and obstructions found 
underground. A teleporter sys- 
tem exists within the labyrinth, 
and Charlie can zoom between 
locations by stepping into one of 
the strategically placed teleport | 
units. 

Apart from static obstacles, 
there are mobile nasties that 
take some dodging. À whole 
| range of strange and weird 
beasties can be found in the 
caves, and some nasties float in 
the atmosphere, while others 
trog about on the floor. The 
| re gi os species of baddie 

tends to pretty indestruct- 
able. If Charlie walks into one of 
them he's bounced all over the 
cave interior. Airfloaters disinte- 
grate when touched but, like the 
| ground animals, contact with 
one costs Charlie some of his 
essential life energy. He's got 
four lives, each if which is lost | 
after too much energy has been 
ER encounters with aliens. 
À littlé sine wave pulsing up and 
down next to the life counter | 
shows how much of the current 
life's energy remains, and the 
readout becomes smaller with 
Peça clash with the flora and | 

uma. | 
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Inside a cave fullaf animated nasties. Watch out, Charhe, 
| time's dragging on and there are crystals to collect. 





A Sphere, or Electronic Mole, 
fights on Charlie's side. The 
Sphere is released from Char- 
lig's backpack and can be con- 
trolled left, right, up and down. 
| While the Sphere is under your 
| control, Charlie remains immo- 


capable of despatching the 
nasties by bashing into them. kt 
can also open the secret pass- 
ages that lie behind some walls 
ad bumping into the masonry 
which conceals them. Charlie's 
armoury contains Smart Bombs 
baddies in the current cave on 
| detonation. 

Charlie needs to gather up 
eight Se before he can have 
ago atdealing with the Monolith 
— the poor chap's certainly got 
hts work cutout... 


CRITICISM 


& There really isn't a lot of 
difference between Nodes and 
Arc. The changes are few and far 
between — most notable is the 
enhancement on the graphics: 
the animated figures are larger 
and more detailed and the qual- 
ity of the actual animation is a 

reat deal better than in Nodes. 

rc is quite a jolly game, never- 
theless, interesting to play and 
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bile. This gadget is a worthy ally, | 


that wipe out most of the | 


rt 


the intro music is a real ear- 


opener, especially when ampli- | 


fed. In look it's very similarto fts 
predecessor — Charlie hasn't 
aged a bit — and the game is 
both plavable and addiciive. | 
missed Brookside to play it a 
rea! sacrifice! The packaging is 
very good and the blurb summ- 
arises Charlie's experiences in 
Nodes rather well / just goes to 
prove that Ffollow-ups aren't 
always worse than the originais, 
as has happened in some cases 
recentiy.” 


O “lthink Imust have overplayed 
Nodes of Yesod because ['m not 
very impressed with this one. 
Graphically, this game has the 
same sort of backgrounds and 
characters as Nodes. Your man 


»! is the same fellow as in NVodes, 





enjoyable to e Most arcade 


adventurers will surely enjoy 
this challenge. Even so, owners 
of Nodes might well feel a little 
cheated if they shell out ten e 
ser a game that, in effect, they 
a ly own. 


O “Brilliant” sums up my opin- 
ion of Arc of Yesod. The gra- 
phics, as in Nodes, are great 
with joads of detail and no 
spared colour. Sound is a líttie 
on the meagre side, maybe, but 


although his liíftle companion 


” has changed. All the graphics 


are large, well drawn and well 
animated and there is very little 
colour clash. The sound is a 
pleasure — a lovely three chan- 
nel simulation in 
the title screen and a few burps 
and beeps during the game it- 


self. Gameplay |5 exactly the | 


same as in Modes, so it cant be 
called original. |, like me, you've 
ot Nodes and have become 
red to death with it, | wouldn't 
bother with this one. H, on the 
other hand, you are Vodeless | 
Ena recommend Arc às 
vou'd find nt very playable and 
addictive. 


ing 
po iodo Maid a E 


e tune with | Mt 
| similar. 
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COMMENTS 





Control keys: 1-0 to change 
control between the Sphere and 
Charlie, alternate keys on 
bottom row for left/right, Q-P 
Sphere up or Jump for Charlie, 
A-L Sphere down or drop Smart 
Bomb, ENTER to pause game 
Joystick: Kempston, Cursor and 
Interface || 
Keyboard play: fast, responsive 
and accurate 

Use of colour: cleverly 
conceived colour scheme 
avoids colour clash 

Graphics: pretty backdrops 
coupled withexcellent 
animation creates a pleasing 


effect 

Sound: great, but muted — title 
tune, but not many game effects 
Skill levels: 1 

Screens: 

General rating: A great little 
game, very much the follow on 
to Modes of Yesod — maybe too 
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ae WESN "E TO bad. Es 


Cameron [our photography person/ tries his hand at a bit of 
Speed Skating in WINTER GAMES. Get the joystick going. 
Cam, and build up some speed! PM DITA MS é 


po To pr af ml us 
a | À MAMA Tora RN! 
a or DE Da E 
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as he falls towards the landing 
siope and stopping area. In tio 
upper right hand corner of this 































a. ittle window sh yu th 
posture in the air. To 


00d jurrip, you need to 


Ra 
Ar Patr 


ii, a k nees, 
from crossing and 
is used to adjust 
“of forward and back- 
| lean. | corrections aren't 
— made then presentation points 
Xi the skier doesn't travel 
so far and a crash landing is 
and more points are lost. 
distance jumped is multi- 
ed by three and added to the 
reser nation marks to give an 
score. Each player has 
attempts to notch up à 
“good score before the winner of 
the event is announced. 






Tê: t Dog Aerials is the third 
a, DF Bide One. In this crazy 
E UR: skier has to whizz downa 
ce: — short runway, take off and per- 

| formas many stunts, somer- 


- saults and kicks as possible 
— before landing safely. Like the 
Ski Jumping, the skier is acti- 
“vated. gs a press of the fire 

nm, Ônce in the air, six dir- 










ectional controls select the 

— gtumts that can be performed, 
“a | the jump is a short one 
there's only time for two stunts 
= — im | more and the hotdogger 
istikely'to land head-first! Points 

are awarded for the difficulty of 
the stunts performed: the more 
complex the routine, the higher 
the points. Ônce again, you get 


ven events in only two 
“loads for only eight quid 
ame itself is very 9 














three attempts but, in this skiing 
event, a panel of international 
judges award points, which are 
then averaged. 


nb pd lg Skating, 
Bobsled and The Biathalon 


The two skating events are very 
similar indeed and have identi- 
cal contro! methods and gra- 
phics — in Figure Skating seven 
compulsory moves have to be 
made whilst in Free Skating it's 


up to you to cho raph your : 
ui Es VN you start racing a red line creeps 
The Figure Skating eventlasts  Gown the coui 


Own performance, 


for one minute, and skating 
against the timer, you 


complete a program of seven . 


movements. Your skater is 
shown in the centre of the 
screen with the crowd serolling 
past in the background. A timer. 
ticks  domm during your 
performance. dl 

Figure skaters are capable of 
eight different moves, including 
skating fonwards. Practice and 
experimentation is needed be- 
fore you become proficient at 
these events. Learning which 
move can successfully follow on 
from another without risk of 
your skater taking a tumble is 
vital. When a minute is up your 
skater takes a bow and a score is 
given. Points are awarded for 


have to | 


e TT 


successful movements — awk- 
ward movements and falls cost 
points. 

“Free Skating looks and plays 
identically to the figure skating, 
only there is a time limit of two 
minutes. In this event the overall 
object is to make three success- 
tul attempts at the seven moves. 
Once again, points are won for 
gach movement completed and 
lost for mistakes and falls. The 
highest possible score |5 a six, 
no matter what your overall 


The Biathalon is the most 
strength sapping of all the 


over your shoulder you have to 
endure ice and snow as you race 
against the clock over scenic 
landscapes pausing fora spot of 
target shooting on the way, The 
course consists of several flip 
screens showing slopes, flat 
stretches and the four target 
boards. Each target screen con- 
tains five os and a sight 
moves vertically over each one 
in turn. Your athlete's pulse rate, 
monitored by a flashing hearton 
the bottom right of the screen, 
affects the steadiness of your 
aim. You get one shot at each 
target — aim carefully as a miss 
adds a five second penalty to the 
overall time for the event. 

Fluent left/right movements 
on the joystick or keys moves 
the biathlete across the snow on 
the level and uphill stretches, tf 
you go too fast he slips; go too 
slowly ae it Ss RERe to build 
Up a good 5 - Digging your 
ski sticks into the snow adds 
speed on the downhill slopes. At 
the end of the course your 
overall time, less penalties, is 


Ra De: 
e final event on Side Two 
ts ay in the driving seat ota 
bobs | In order to retain con- 
trol of the sled you have to steer 
left and right in the bends, The 
adj is ans Po o, with 
biggest area taken up an 
aerial plan of the course. bride 


he course showing your 

ress, heiping you to antici- 
pate bends. The second screen 
area gives a 3D view of the track 
as you belt down it, and is the 





progre | 


most important screen since it 
allows gauge wh 
being overstesred or under- 


ether the bob is 





d, HF you don't steer the 


“Sled properly then it tumbles 


over. The third screen is the 
timer which you race against... 
and as in real life fractions of a 
After every event Gold, Silver 


and Bronze medals are given 





and points awarded accordingly 
to the medal winners. After all 


the events have been played on 


one side, the player with the 


highest points is acclaimed the 
champion of the games. 


co With a .22 calibre re 








|) CRITICISM b— 


Winter Games also has a 
World Record facility. If you get 
a record during a game then it 
automatically be included in the 
record tables which can be 
viewed using the option screen. 
Unfortunately the table can't be 
saved, but at least you can note 
doam your best efforts, or throw 
down a challenge. to your 
chums. Don't be too disappoint- 
ed if you can't find the Opening 
Ceremony mentioned in the 
large instruction sheet — the 
programmer's couldn't quite fit 
mt in, and an Errata slip should 
come in the package apologis- 
ing for this omission. 

— [COMMENTS E 
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Producer: Dk'tronics 
Retail price; £6.95 
Author: Don Priestley 


In the game inspired by the TV 
series, Benny Hill has decided to 
volunteer to help his neighbours 
do some chores. Benny's friends 
aren't there to explain what he's 
up to and passers-by tend to 
assume he's à thief trying to 
make away with other people's 
property. Well meaning folks 
noticing Mr Hill dashing around 
with chattels do their best to 
catch him. You control Benny 
and it up to you to finish the 
three different chores he has to 
complete, each within a time 
limit. | 
The display format is similar 
to that used in Don Priestley's 
earlier game for Dk'tronics, 
Popeye. The characters on the 
screen are large and most of the 
shapes for the background and 
foreground are squareish and 
convententiy placed on charact- 
er boundaries to avoid colour 
| Clash. Benny can move left and 
| right across flip screens which 


are presented in a pseudo 3D: 
the player sees a side-on view of 
Benny and his surroundings. 
Each screen has three horizontal 
levels, one behind the other, 
and Benny can hop between 
these levels, “into or 'out of the 
screen. 

The objects in Benny's world 
are rather like flats on a stage — 
gach one sits on one ofthe three 
leveis to the screen. If Benny is 
travelling along the screen in 
line with an obstacle, he must 
hop to another screen level to 
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| for each item safely 





BENNY HILL'S 
MADCAP CHASE 





avoid bumping into the obstruc- 
tion. Collisions cause Benny to 
fall to the floor and he loses 
time. «Just to make life more 
tricky, the street signs and lam- 
ts on certain screens have a 
abit of shifting between screen 
levels while Benny is some- 
where else. His pursuers can 
also be encouraged to bump 
into things, with a bit of nifty 
footwork, in which case they 
stagger around for a while ses- 
ing stars while birds twitter! 

Io complete each of his three 
chores, Benny has to collect 
objects from the fifth screen and 
take them to the first screen, 
running a gaunilet of ever-shift- 
ing hazards on the way. People 
also chase him, and if he is 
caught the object he has in his 
possession is returned to its 
start point and he gets a stomp- 
ing from the irate member ofthe 
public. 

Twenty points are added to 
the scoré displayed at the bot- 
tom right hand side ofthe screen 
deposited 
on the first screen. Points are 
lost for each stomping Benny 
endures and for collisions with 


Ee P. dia ci a fee ia ii 








Benny hits the dust and gets jumped on for his paíns by an 
annoyed lady in BENNY HILL 's MADCAP CHASE 


the scenery. Gathering up all the 
objects and delivering them 
within the time limit, shown by a 
counter which ticks down relent- 
lesshy, earns bonus points: the 
time remaining is added to the 
score and Benny moves on to 


the next job. 
" Benny'sfirstchoreisto gather | 
in the washing for Mrs Harras, 


taking it from the clothesline to 


the laundry basket. À woman, | 


looking remarkably like Bob 
Todd in a skirt, chases Benny as 
soon as he's collected a piece of 


E 


ei E 
a E 





clothing. When she's on the | 


warpath an arrow in the status 
screen flashes a warning mess- 
age: “Watch Out!”, The second 
part of the game sees Benny 
gathering apples for Mr Bramley 
while being hassled by a farm- 
hand and a tractor, and the third 








routines as Popevye, but the eff- 
ect produced is not nearly so | 
good. The screen contains a lot | 
of colour, but also a lot of 
clashes and blocky characters. | 
Dk Tronics seem to have got a 
faster game in Benny Hill, but 
not as much thought has gone 


Legging it down the road witha cross housewife in pursuit, 
that's BENNY HILL's MADCAP CHASE for you 


task involves collecting jumble 
for Mrs Bargin and avoiding a 
couple of over zealous Bobbies. 





CRITICISM 


& This is a strange little game, 
but it is very playable and 
addictive. Graphically, Madcap 
Chase is excellent, each charact- 
er is large, well animated and 
has many facia a bend 
with its parent”, Popeye there 
are very few attribute problems. 
Sound is well used although | 
did notice the lack of a tune on 
the title screen. There's a little 


| more to this game than just 


oi back and forth from one 
end of the playing area to the 
other, as the scenery — tele- 
phone boxes, trees, lamp posts 
and the like — changes position 

Wen you pick up or drop an 
object. At first | really enjoyed 
playing this one but it gets very 
monotonous after a short 


O “Ouite a good game, mith 
neatiy drawr big, bulky sprites 
which are very easy to identify. 
More sound would have helped. 
he game is set in a street, with 
lots of objects lying around. | 
toved it when Benny hit some- 
thing or the lady chasing him 
had a fit. Once you get into the 
game it becomes more and 
more interesting and fun to play. 
ft is so plavable that it's easy to 
get hoaked. A good game, well 
worth getting. * 


O “ Genny Hills Madcap Chase 


uses the same colour masking | 


| Keyboard play: reasonably 








into presenting the whole scre- 
en, and the gameplay is a bit 
unresponsive. When | first play- 
ed this game | was quite pleased 
with some nice touches — like 
the woman jumping onto 
Benny, and the way he leaps 
about, but after playing the 
screens right through (very 
gasy) there was no lasting effect 
on me and | didn't want to have 
another go. The first two levels 
were easy, but the last one was | 
much too hard. Eae play 

was impossible, as | kept hitting 


the fire button which resets the 
game. Good first impressions, 
tino lasting appeal for me! “ 


COMMENTS 





Control keys: definable 
Joystick: Kempston, Cursor, 
Interface 2, Dk'tronics (!) 


responsive 
Use of colour: cleverly thought 


Out 
Graphics: large, and different 
Sound: blips and thumps 
Skill levels: one 

; ns: fiftcen 
General rating: 
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OAD | 


Producer: Ocean 

Retail price: £7.95 

| Author: Denton Designs 
(from an idea by Simon 
Butler) 


Deep within the bowels of the 
Castle Rygellian, far below the 
Holy Torture Chambers, is the 
olime Beast's Department of 
Abduction and Foreign Queen 
| Abusement. Here lies the Queen 
of the Cosmic Wartoads, the 
leader of a brave and truly 
cosmic race of honest and good- 
some toads dedicated only to 
truth, justice, mom's fly pie and 
the toadican way of life. Kid 
napped by the Rygellian Slime 
beasts, she has been trans- 
muted to the ghastly (to War- 
toads) form of a human female. 

Understandably, the War- 
toads are incredibly narked by 
their brave leader's demise, so a 
crack toad is sent off on a rescue 
mission. Time is not limitless, 
since the queen is tied beneath a 
murderous SLUDGE SAW that 
descends slowly but surely to- 
wards her helpless form. kt has 
fallen upon you to rescue vour 
queen, since you are the the 
bravest of the cosmic wartoads 
— a Toad among toads. 

The path to the Slime King's 
lair is not a mere hop across the 
lily pad: you have to cross the 
perilous RYGELLIAN TIMEVOID. 
nthe void are theeight pieces of 
the COSMIC TOOLKIT, a menac- 
ing compilation of deadly mach- 
inery capable of dismantling the 
sludge saw if you get to your 
Queen in time, The kit is most 
awesome and contains à assort- 
ment of amazing goodies inclu- 
ding an Intergalatic Whisk, a 
Chronosynclastic Stanley Knife, 
' a pair of X Ray binoculars, a 
Stellar Fish, a Death Ray Smutt 
Gun, a 3 Million Megawatt Light- 
bulb, a Cosmic Axe and a Zippo 
Lighter. 

Whilst in the time void you 
take the form of Cosmic Willy, a 
tadpole creature that acts as a 
cursor. Each square within the 
eight by eight grid which com- 
prises the timevoid is a time 
node., Your journey starts in the 
top right cell of the void and the 
idea is to reach the Queen at 
bottom left. You can only move 
to adjacent nodes in the grid — 
it's no good trying to make a 
mega leap straight for the 
Queen's location. 

Each node has to be travelled 
through before you may use 
Cosmic Willy to transport you to 
the next, To get through a node 
all the nasties that live in the 
time vacuums that lie behind the 
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node must be killed with your 






un. À node may contain up to 
four time vacuums, each one full 
of nasties which have to be 
defeated before you can re-enter 
the time grid and move to ano- | 
ther node. There are three difte- 
rent types of nasty to be found 
within time vacuums, with each 
vacuum containing just one 
variety. You get to pit wits with 
aSlime Masters, Sludge Slugs 
and Frenzied Flies during your 
traveis and when you enter a 
node a window opens on the 
screen and you enter a sub- 
game in which you do battle. As 
you inflict damage on the nas- 
ties, your Toad Points increase. | 













Cosmic does battle with the Slime Master ar his pukkoy | 
nurons 11 9 Subgame which windows out of the Saw 
Screen, Good joh he's got his trusty Constant Recoil Alpha- 
Pellot Gun | 


































The Quegn of Toads lies helpless, strapped below the Slucigo 






HM 


Madi ihhd] 


Sam. Are you Toad enough to save hor? 














Conversely, as the Rygellians 
score hits on you, the Slime 
Points tally rises. 

During battles with the nasties 
Wartoad may be assisted by 
Ultrasonic Robot Defenders. 
Each time you clock up 1,000 
Toad Points one of these beas- 
tes appears in the playing area 
automatically and can delay 
some ofyour enemies by seizing 
hold of them for a while — how 
preto a while depends on the 
difference between Toad points 
and Slime points. Toad must 
stand still tô shoot, and he can 
onhy fire forwards, so you must | closer to the Queen... 
move him to the appropriate The Slime Master homes in on 
location before blasting away. ou and his touch is deadly. 

Status displays on the border Estortad by his fawning min- 
of each game screen indicate | ions, the Slime Pawns, the Slime 
how the battle is progressing, | Master himself is loathe to at- 
and the nasties themselves | tack a Cosmic Wartoad preferr- 
change colour to let you know | ing to send his cohorts on the 
how close to winning you are. | attack. Wartoad can move with- 
The most powerful nasties are | in the playing area in the four 


the red ones. Then, in descend- | 
ing order, are the magenta, vel- | 
low and white versions. To de- | HE 
feat the nasties you must keep | ER 
shooting until they go white, 
and then shoot some more! All 
| they have to do to win is score 
enough hits on you to move 
them up a colour whereupon 
you lose a life and have to start 
that node again. Toad has three 
lives — when he loses all three 
he is reincarnated at the top 
right node and effectively re- 
starts his journey. Meanwhile 
the Sludge Saw has got even 
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basic directions, followed round 
by the nasties. Each time you 
despatch a cohort or score a hit 
on old SM himself, you get 


| closer to victory. 


Sludge Slugs come mob- 
handed and cling to the top of 
the pv area, out of range, 
dribbling slime at you. Every so 


| often a slug (or two) lets go and 


falls to the floor. You've got to 
zap the slugs as they fall and 
avoid being slimed or hit by a 
falling invertebrate. In this sub- 
game Toad can only scamper 
left and right but he can protect 
himself from falling slime and 
stugs by shooting them. 
Frenzied Flies appear in a 
swarm, bunched together in the 


top left hand comer of a time 


vacuum. Attack squadrons of 
four insects leave the main mass 
and go for Toad, who must blow 
them away before they drain his 
energy. Ônce again, he can 
move in four directions. 

Parts of the Cosmic Toolkit 








The Time Void window, mhere Cosmic Willy acts as your 
cursor. On tho left are the slots for items of the Cosmic 
Toolkitand on the rightare the spaces for the keys to tie 


Rosas to Mowhere and Somewhere. The black silhouettes 
are coloured in once Cosmic has collected the artefactis ther 
represent 


can be found in time vacuums — 
all Toad has to do is walk over 
them and add them to his coll- 
ection. Keys which give you 
access to the Roads to Nowhere 


and Somewhen can also be, 


collected in a similar manner. 
These roads provide a means of 
hopping from one time vacuum 


| to another (and hence travelling 


between nodes which are not 
adjacent). Four pairs of nodes 
are linked together by the roads, 
and they appear as red squares 
on the timegrid at the start ofthe 
game. When you collect a key, 


one of the pairs of linked nodes | 


unlocks and changes to white on 
the grid and you can Jump 
between them. 

Other squares within the void 
are aiso colour coded. Green 
shows the node currently oceu- 
pied while purple means that a 
power node sits at the end of 
that node's time vacuums. Once 
the nasties lurking the the va 


| cuums behind a purple node 


Cosmic's in the Sludge Slug subgame window, and three of 


the slimyp beasties are falling 
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have been eliminated, Wartoad 
will automatically be trans- 
red to the LILY POWER 
WINDOW where the Constan 
Recoil Alpha Pellet gun may be 
recharged. À bar at the bottom 
of the screen show the gun 
charge remaining — if it reaches 
zero three lives are lost, and if's 
back to the start node, toad. 
After completing a node, à 
scene showing the queen held 
mercilessly below the sludge 
saw appears with the saw mov- 
ing just that bit closer. The 
sludge saw takes an hour and a 
half of real time to complete its 
descent, during which time you 
need to collect the Toolkit and 
arrive in the node where the 
Queen is held captive. Failure 
Eua death for the Wartoad 
jugen and a “Nice legs, shame 
about the face' message reveals 
itself. So, there it is. Are you 
Toad enough to take the chal- 
lenge? 
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O “After Frankie this has to be 
Denton's best to date. Though 

| product, 
with windows, icons and other 
such paraphenalia, it wasn't 
actually their design. The primo 
itsel is very neat | pd and 
though many of the sub-games 
are quite mindless they're great 
fun. The scenario and instruc- 
tions on the accompanying in- 
lay vide nearly as much 
entertainment as the game it- 
self. Whoever was responsible 
for these certainhy has a slightly 
unstable sense of humour. Gra- 
phically Cosmic Wartoad is very 
nice, and the main sprite is 
cleverly animated, though a Iit- 


tle colourless. The windowing 


system works very well and 
isn't as obtrusive as Denton's 

vious attempts. Cosmic War- 
toad is a very good release 
indeed and is well above the 
usual Ocean standard. Denton 





fans will love it but it's appeal 
should spread to many other 
gamesters.' 


O “Yet another game by Denton 
Designs and boy is it good! The 
onty way of describing the game 
is by comparing itto Frankie — if 
you can imagine a load of totally 
original sub games all combined 
to make one game then that's 
the nearest you'll! get to Cosmic 
Wartoad. The graphics are gen- 
erally big, colourtul and very | 
detailed, as you would expect of 
Denton. There is very little 
sound besides a sort of tune on 
the options screen, This is one of 
those games which proves quite | 
difficult to start off with but if 
vou persevere with it then it] 


| doesn't take long before you're 


hooked. My only rea! gripe with 
the game is that the instructions 
are not that good. One of Den- | 


-ton's best 


O There's an awtul lot of inst- 
ructions to this game and the 
scenario is well complicated. It 
took me a while to read and 
digest the inlay and | still had to 


| play for about half an hour be- | 
| fore | fully understood what was 


oing on. Maybe Ema bitdim... 
nce you get to grips with this 
game, however, Is really neat 
— and frustrating. | can see it's 
going to be a while before | crack 
the problem and rescue the 
Queen. Essentially there are 
three arcade sequences, each of 
which is a compelling game in 
its own right, and there's an 
overall strategic element to the 


| game. The graphics are good, 


especially the animation of the 
Cosmic Wartoad himself — if 
vou don'tmove he justsits there 
and blinks at you. Lots of nice 
touches add up to a compelling 
game. 
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COMMENTS 


Control keys: defined at start of 


SETE 
oraticio Kempston, Interface 2, 
Bios dor F Fuller 

eyboard play: responsive 
Use of colour: bright and 
cheerful, avoiding clash 
Graphics: large detailed Toad 
sprite, some excellent 
animation 
Sound: minimal, odd noises for 
shots and screen changes | 
Skill levels: one 
Screens: three sub-games, plus | 
time grid and Queen Screen 
General rating: À good game, 
which can be a bit tricky to get 
into. Worth the effort. 


Value formoney 
Overall 
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nother issue of the mao- 

azine, and another Waily 

” game to review. This 

time the title of the game has to 

rats as Mikro-Gen's worst pun 

vet. The game features three of 

the Week family on a tropical 

istand so the title 15 Three Weeks 
in Paradise (gedditt?). 


| CRITICISM | 


“Wally's back again in 
style this time. With his | 
hanky on his head, he tries | 
to liberate Wilma and Herb- 
ert from the evil clutches of 
the natives. | loved this 
game. kt was so playable 
and once you thought you 
had it made, another world 
was opened up to you. (Try 
jumping into a seaside 
| scene). The graphics are 
very good and nicely anim- 
ated and the sound is good. 
This would keep me happy 
for many a wintry night! ” 
























The main character in the 

rd is the ubiquitous Wally 
Veek and he's got the respon- 

sibility of rescuing Wilma and 
Herbert from the Can Nibbles 
tribe. The Can Nibbles are a nice 
bunch except for their predelic- 
tion for human flesh, Wilma and 
Herbert are on the menu, Às 
with most Wally games the idea 
is to collect à number of objects 
and get Wally to use them ina 
cunning way to achieve his 
aims. As might be expected, 
Wilma and Herbert are both well 
guarded: Wilma is trussed up- 
side down, hanging from a tree 
and guarded by a witch doctor, 
while young Herbert is sitting in 
cooking pot with two ferocious 
lions standing either side. 

The contro 
Wallyesque type with Mr Week 
being able to jump and move left 
or night. The A key is an inter- 
esting addition — its function 
changes depending on your 


location end inventory. The first 


use likely to be made of A is as 
an IN key. On some screens 
there are other ways of moving 
onto another screen, apart from 
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are of a standard 


native exits are quite obvious or 
are labelled, others are a bit 
more obscure. The IN key is 
likely to cause big headaches to 
most map makers. 

-NWally is able to carry two 
objects at once with the items 


shown on a small window at the 


lower left hand comer of the 
screen with the keys 1 and 2 
used for. dropping or picking up 
the objects, Once picked up and 
inside 5 window, a small text 
description appears in case you 
cant quite recognise Mikro- 


* CRITICISM 


| “Five Wally games must 
| be pushing ft, | thought, as 
| another superlativo load- 
| ing screen materialised — | 
| started on the game, all 
ready not to give it a good 
review. No. The game is 
+ Very go0d indeed. 
| lhe graphics are very 
| Walk and loved them. 
A really nice tune plays as 
around the 
tropical tions. The 
packaging is colourful and 
neat and the instructions, 
while short, tell you all you 
need to know. The prob- 
lems set in the game are 
PROBLEMS. My overall | 
impression was that this is | 
a professional package, 
containing another very 
professional me. Just 
don't do what | nearly did: 
dislike it because of the 
star. FF 





Gen's visual interpretation of 
some objects. Also along the 
bottom half ofthe- screen is a life 
counter, where sach of the four 
lives is shown as a skull and 
crossbones. Next to lives are a 
couple of skeletons, having no 
apparent use at all — the only 
thing they do is tap their feet 
after long periods of Wally 
inactivity. 





As ever with Mikro-Gen, the 


solutions to the problems in the 
game are of a devious but log- 
ical nature. On the beach if 





seems impossible to cross with- 
out losing a life because of the 


qoreRas id. However a pair offlip 
ps should help your dilemma, 
as once they are wrapped aro- 
und Wally's feet the quicksand 
can sately be traversed. Most of 
the problems follow this sort of 
format. 

You are mot up Eai the 
clock in this game, despite the 


Producer: Mikro-Gen 
Retail price: £9.95 
Author; The Wally team 









CRITICISM b 


“ Mikro-Gen's last release 
was a bit of a disappoint- 
ment. Three Weeks in 
Paradise is the logical 
follow on to Everyone's a 
Wally. The graphics are 
excellent, ps like the prev- 
| ious Wally games. This 
time the puzzles seem a bit 
"more devious but I'm sure 
| you brainy lot will have 
| them worked out in no | 
time whatsoever. In this 
game Mikro-Gen have incl- 
uded some nice features 
like the music on/0ft key 
| and the colour on/off key 
which determines whether 
Wally merges with the 
background or not. AH in 
| al, this is another excellent 
Wally game which should 
appeal to most of you. “ 




















cannibal's hunger the only dan- 
pe 15 from à variety of nasties 

tting about on different sere- 
ens. lhere are bais, lions and 
even snails to dodge. Also 
there's no energy bar, bump into 
8 baddie and you'l] lose a life, 
Anter all the lives are lost, the 
usual Mikro-Gen analysis of per- 
formance is presented, together 
with a percentage of the game 
completed score. 


/ COMMENTS | 


| Control ke 
| left/right, 












:O/P 

in, 1/2 pickup/ 
| drop, 5 pause, O to jump 
Joystick: Kemmpston 

| Keyboard play: fast and 
responsive. 

| Use of colour: ingenious 
attribute control minimizes 
clash 

Graphics: the sinclair user 
who produced these 
pictures reallyisanaceart | 
fiend and doesn't need any | 
scolding | 
Sound: excellent spot 
effects, but annoving tune 
pi can luckily be turned 
Ô 
















Skill levels: one 

| Screens: 31 

| General rating: Another 
game for Wally fans 
everywhere 













Use of computer 92% 
Graphics 95% 
Playability 91% 
Getting started 88% 






Addictive qualíties 94%, 
Value for money 91% 
' Overall 93% 
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